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Play as three stealth assassins, 
Rikimaru, Ayame and Tatsumaru, 
in 29 day and night missions. 
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Unleash 21 stealth kill techniques and a 
variety of ninja weapons and items, 
including flaming arrows and invisibility. 


Animated Violence 


Animated Blood 
and Gore 
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Create your own missions and save them 


to a memory card to share and trade — 
even over the Internet. 


www.activision.com 









































































































































Scale walls, set traps, search and hide 
bodies, swim, and breathe underwater 
using a bamboo reed. 


Tenchu 2 © 2000 Sony Music Entertainment (Japan), Inc. Tenchu is a trademark of Sony 
Music Entertainment (Japan) inc. Published and distributed under license by Activision, inc. 
Activision is a registered trademark and Birth of the Stealth Assassins is a trademark of 
Activision, Inc. All rights reserved. PlayStation and the PlayStation logos are registered trade- 
marks of Sony Computer Entertainment Inc. All rights reserved. The ratings icon is a trade- 
mark of the Interactive Digital Software Association. All other trademarks and trade names 
are properties of their respective owners. 
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Live by Honor. Kill by Stealth. 
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By fire and tables. 


| believe in creative weaponry. 
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Extreme Championship Wi 
No rules. No limits. No pity. 





ECW is a trademark of HHG, Corp. ECW Anarchy Rulz™ and Acclaim® © 2000 Acclaim Entertainment, inc. All Righte,Reserved. Developed by Acclaim Studios Salt Lake City. All Rights Reserved. Marketed by Acclaim. Distributed by Acclaim 
Distribution,Inc., One Acclaim Plaza, Glen Cove,NY 11542-2777. TNN® and the TNN logo are registered trademarks of Network Enterprises, inc. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 
Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, LTD. © SEGA ENTERPRISES, LTD. All Rights Reservea. Screen shots shown were taker from the PlayStation version of the video game. 
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~g » je take pride in having quality orig- 


inal artwork, to present our mag- 


‘azine at the highest possible level. 


We shouldn't play favorites, but 
Joe Madureira might just be the best 
artist in comics today. His anime-influ- 
enced style has caused a revolution of 
sorts in the comics industry (just look at 
all the artists ripping off Joe's style). 

Since he's a hardcore gamer, we 
knew Joe would be up for drawing 
Solid Snake. And don't forget to check 
out his Battle Chasers comic, which 
will be returning soon! 


heads), but it didn’t leave much room for text. 
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“WWW. 
PSMONLINE”... 
GAH! THIS INFERNAL 
COMPUTER PUSHES 
SLATE'S PATIENCE AS 
NE’ER BEFORE! 










S/GH... 
OKAY, LET'S TRY 
TYPING THIS IN 
AGAIN... 









I JUST HAD 
A THOR 
EA MOMENT! 









HOW D 
I RE-BOOT THIS 


THING? CONTROL, 
ALT, SHIFT... 















PERFECT, “Ty 
NOW RANDY'S GOT} 
TOURETTES! 4 
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TO PRESS TH/S STUPID exes! 













OH... 
GREAT! NOW 
I'VE GONE AND 
TRIGGERED &/G- 
HEAD MODE 
SOMEHOW! 












HAND OVER 
HERE? 









“EWEET... 








"HUMMA... 


MOTHER! BILL'S | 
GOT LOBSTER CRAZY CRAZY! 
CLAW! @x7@s!!! 
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SIGH -- 
OUT OF THE WAY! MUST I 
ALWAYS HAVE TO F/X YOUR 
M/STAKES? 


LIKE A 
MOTH TO THE 
FLAME! 
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This was the sketch that really caught our eye. 
It’s more of a “movie poster” style approach that 
matches the cinematic nature of MGS2 well. We 
just needed to make a few tweaks, and then... 


..the final image was completed. Snake’s gun 
was moved to make room for text on the left, and 
the girl’s pose was changed. Plus, notice that Snake 
now looks rougher, like he does in the new game. 


ideas, including this one. We loved it (especial- 
ly the question marks above the soldiers’ 
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You wantindependent, unbiased cover- _ true. We write about what we want to and put 
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you're reading is nothing but the 

_ truth. Youcan only get this with an 
UN-official magazine. An official 
book has to answer its Corporate 
Sponsor. And whose best inter- 
ests do you think they’re looking 
out for? 
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20 YEARS HAVE ELAPSED SINCE THE EVENTS OF CHRONO TRIGGER” NOW A NEW SET OF ADVENTURERS PREPARE FOR A BATTLE THAT | 
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© 2000 Square Co., Ltd. All rights reserved. SQUARE SOFT and the SQUARESOFT 
logos are registered trademarks of Square Co., Ltd. Chrono Trigger and Chrono 
Cross are trademarks of Square Co., Ltd. PlayStation and the PlayStation logos 
are registered trademarks of Sony Computer Entertainment inc. The ratings icon 
is a trademark of the interactive Digital Software Association. 
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_ Summoner 
~ pg. Ah. 


oth Sst a few days after \ we saw this 
game in action at E3, the crew at . 
Volition got Summoner running 
...in hi-res mode — and thes dif- 
~~“ference is stunning, to” 
say the least. Mant, 
to know more? Well, 
head’ on over to 
[page 44! 

















WHEN I 
SEE THE OCEAN, 
I REMEMBER A 
WIND CALLED... 
RANDY... 











% While the PlayStation has had its fair share 
» of quality first-person shooters, they 
. certainly aren't what the console is known 
i for. Fortunately, with the release of the 
PlayStation2, and this incredible title, all 
this is going to change. What are you waiting 
for? Time stands still on page 46! 
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LOVE OF GOD, SOME- 
BODY GET KATE MOSS 
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_ Capcom.will unleash its latest RPG, Breath of Fire \' 
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BUT WHAT, SNAKE? 
tor Hideo Kojima, and ° 
vdeo ntl the ts 
you see what We 


issue, We've heen Working Overtime to find out every bit of new info 

i GOT THE TARGET IN 
ee ad 
analyzed Our Cony © 
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found out! 


METAL GEAR SOLID 2 
we call. We've checked all SNAKE 

view with the game's direc: 

Of the MGS2 ES 

morning. Wait until 

> pg. 32 = 






Is ZE FAMOUS |= 
ZOLID ZNAKE, EH? ‘ie 
YOU DON’T LOOK ZO 
ZOLID TO ME, 
AMERIKAN! 










IV, upon the gaming community in the next few 

months. This release marks the second and prob- 
ably last appearance of the hugely popular series 
on the current PlayStation console, but_it’s cer- 
tainly going out with a bang. The fireworks 4 | 
begin on page 81! | 





Who are the Top Ten videogame characters? 
We profile our faves on page 67! 
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A sneak-peek at what's gonna be hot for next month 
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— Electronic Arts | is looking to 
_ take its secret agent franchise ’ 
into new areas. With 007 — 
Racing, things are going tobe — 
a bit different. Instead of the © 
| ‘secret agent himself being the 
main focus of the game, it's 
his vehicles that are getting 
- the star treatment. Take a test 
ive on nr pawe 89, 
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Deftones 


Cypress Hill 
Pennywise 
System of a Down 
opm 
Snapcase 


Goldfinger 
Pilfers 
No Use for a Name 


Flashpoint 
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THE CHILL OF VICTO 
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Lean, duck and perform radical tricks Upgrade your sled and tackle 


on real Yamaha snowmobiles. multiple modes like hill-climbing, 
7 championship and head-to-head. 


Thrash unique international — 
racing circuits like Aspen or Nagano. 
Race day or night, in variable weather 
including rain and snow. 
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J ust before this issue went to press. 
sony Computer Entertainment held 


a press conference in Japan to unveil its 
newly redesigned PlayStation system, 


simply called the “PS one.” Slated to « “= 


release in Japan on July 7 and in 
North America during September 
(most likely on PlayStation’s five-year Gas 
anniversary, September 9), the system 
is only 1/3 the size of the original PlayStation. 
It will retail for ¥15,000 (about $140) in Japan 
and include one Dual Shock controller, A/V 
cable, and power adapter. U.S. pricing has not 
been announced, but it is known that PS one 
ace the current PlayStation model in 
1 Its release. As such, PSM pre 
dicts the machine to retail for the same price 
as the current PlayStation. 
Although PS one was designed with 
portability in mind, It's not a Game Boy-style 
vandheld, as an AC adapter is still required for 
operation. However, its small size and ability 
to hook up to a car's cigarette lighter makes it 
ideal for use by passengers on a long trip. 
Further increasing PS one's portable potential, 
Sony will release a 4-inch TFT LCD screen for 
use with the system. Featuring built-in stereo 
speakers and a brightness control, the screen 
will plug into the back of the system and fold 
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fit into a special bay inside the system, so 
we wont need any interface card or 
external cabling. 





t the same press conference that saw the unveiling on PS 
one, Sony took the wraps off the hard disk drive and net- 
work interface add-on that will be released for the Japanese 
PlayStation2 this winter. Looking like a miniature version of the PS2 
itself, the tower-like device will sit beside the main system in a spe- 
Clally-designed stand, or on its own if the PS2 is sitting horizontally. 

The unit will connect with the Japanese PS2 via the PC card slot 
on the back of the system. Its interface card will feature an 
Ethernet port for connection to DSL modems, cable 
modems, and other broadband Internet devices. 

sony has yet to reveal an exact release date, price, or 
capacity for the add-on, but it is expected to weigh in at 
between 20 and 30 gigabytes in size and may even be 
offered for free after signing up for Sony's broadband net- 
work service. Sony has previously revealed that the 
hard disk drive add-on for the U.S. PlayStation2 will 





4 “I shall call it... Mini-Station.” Sony’s pint- 
sized PS one may be tiny, but it looks great and 
uses the same technology as its big brother. Note 
the lack of a reset button. 





down flush when not in use. The add-on is 
slated for release next spring, but no exact 
date or price has been given. 

sony has also unveiled a new cellular 
phone adapter designed for use with all three 
of its machines (PlayStation, PS one, and 
PlayStation2). Available this winter in Japan, 
the cable will enable connection with compat- 
ible mobile phones to download information 
(Music, images, games, and other software) 
from the Internet and exchange data with 
other users. Sony hasn't said whether it'll 
establish a special ser- 
vice for use with the 
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« The front of the HDD add-on features what appear to be 
power and disc access lights similar to the lights on the PS2 itself. 


VYIONFKFFOR 


< Sony will 
LCD screen 


the system 
next year, 
but a price 
has not yet 
been 
announced. 





4 The new PS one measures 7.6” wide by 1.5” 
high by 5.7” deep, making it about 1/3 the size 
of the original PlayStation. It’s also a lot lighter, 
weighing in at 1.2 pounds. 





device, but it seems likely. No mention was 
made of a U.S. release of the adapter, but 
well keep you posted. 


Japan on June 8. 





release a 4” 


for use with 


i= 












4 The PSone logo bears 
a striking resemblance 
to the logo for the 
Dodge Neon. It’s also 
the same font used for 
the PocketStation logo. 





<The side of the unit features the high-tech PS2 
font reading “HDD” and a recessed PlayStation 
logo. Sony has created a special vertical stand to 
hold the HDD and PS2 side-by-side. 


4 PlayStation creator Ken Kutaragi shows the HDD add-on to 
the crowd at Sony’s press conference, which was held in 
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» Lara will definitely be back, but where will her new 
adventures take her? With a release date of next spring, 
we won't have to wait long to find out... 








ust a matter of weeks after actress Angelina 

Jolie was confirmed to portray the daring Lara 
Croft in the big-screen adaptation of Jomb Raider, 
rumors began to surface that a sixth game in the land- 
mark adventure series was already in development for 
PlayStation2. PSM did some raiding of its own to dig 
up dirt, and came up with more than we expected. 

According to sources familiar with the project, It 
won't feature the words “Jomb Raider” in the title at 
all. The reasoning being that that Lara is leaving the 
tombs of earlier games (and, as we've been told, the 
old game engine and play mechanics) behind to 
explore “new situations.” Exactly what those will be, 
however, remain to be disclosed. It can also be con- 
firmed that the game will be available exclusively on 
PlayStation2 (no PC version is planned), while the yet- 
unannounced Jomb Raider V will see release on 
PlayStation, PC, and Dreamcast. 

Finally, we learned that the game will be ready for 
release during the first quarter of 2001, which means 
by the end of March at the latest. Stay tuned to the 
pages of PSM for more on what is sure to be one of 
the most anticipated game of the PS2’s early lifespan. 


Backing this info up, we 
recently acquired a teaser 
version of the movie's trailer 
which, apart from looking 
absolutely jaw-dropping (as 
the never-before-seen pics 
on the opposite page prove), 
also backs up many of the 
plot points detailed in the 
script review. 
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ith two games already released for 

PlayStation, the Suikoden series is one of 
the most popular in console role-playing. Now Konami 
has announced plans to bring it to PlayStation2. 
Currently, the company isn't uttering a word as to 
what new features and technological advances we 
can expect from Suikoden III, only saying that it will 
be released in Japan by the end of 2001. Well, at least 
it's something to go on. 

In related news, Konami has also announced a 
spin-off of the series, entitled Suikogaiden Volume 1: 
Swordsman of Harmonia, which is slated to appear 
on the current PlayStation. 
This game will launch in 
Japan this fall. More on 
both games as It develops! 


> The Suikoden crew is on 
their way to PS2 — we'll 
just have to wait a while 
for the game. 


















<4 In this 
recently 
released teas- 
er clip, a sol- 
dier is shown 
being blown 
back — very 
realistically 
—bya 
massive 
explosion. 


ike any information from “secret sources” concerning 

upcoming films, the recent script review that made its 
way onto the Internet via movie -news site Ain't It Cool News 
(www.aint-it-cool-news.com) should be taken with a grain of salt. 
That's certainly not to say the info isn’t Juicy, or just a little bit more 
than authentic-sounding. Be warned, however, because what 
we're about to relay contains some sizeable spoilers — so if you 
don't want the film's plot ruined, don't read on! 

According to the AICN source, the movie revolves around a 
woman named Aki and her search for the seven “spirits” that can 
counteract rampaging aliens, called Phantoms, who 
have overrun the Earth. Being touched by the 
Phantoms is akin to catching a super-virus that kills 
not only you but everyone you come into contact 
with — and one pivotal scene supposedly 
revolves around “extracting” a Phantom from 
one of the main characters. 

A majority of the plot is said to involve Aki's 
attempts to convince the government that 
using these spirits to drive away the Phantoms 
is the appropriate course of action. The gov- 
ernment, under the direction of a sinister 
politician named Hein, recommends firing a 
giant space cannon called “Zeus” at the 
Phantoms, which, as it is revealed, will 
destroy the Earth's “Gaia” or spirit. We'll 
also supposedly learn the true nature of 
the Phantoms and the meteorite that 
brought them to Earth. 













It doesn't sound anything 
like the Final Fantasy games, 
but from this early (albeit 
unsubstantiated) glimpse, the 
movie certainly looks amazing. If 
the story can match up with the 
spectacular visuals we've seen In 
the trailer, Square should have no 
problem producing the first truly 


spectacular videogame movie ever. 
v Aki and Gray are played by some 
big Hollywood talent — Ming Na and 

Alec Baldwin, respectively. 








A Mentioned in 
the script review, 
this plant is 
apparently a key 
element in defeat- 
ing the creatures 
known as 
Phantoms. 
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Vv Words just don’t say enough... 


ere are a few other 
notes of interest, in- 
cluding the latest up-to- 
the-minute information on 


everything PlayStation. 


@=- Sony has announced the 
~ acquisition of Verant Interactive, 
developer of the hit online PC 
_fole-playing game EverQuest and 
upcoming Star Wars online RPG. 
Verant will become part of a new 
company, called Sony Online 
Entertainment, which will report: 
edly oversee the upcoming 
PlayStation? broadband network — 
_and will be headed by former 989 
Studios chief Kelly Flock. Could — 
-Verant’s Star Wars RPG now be a — 
-PS2. exclusive? Keep wenenng : 
this space: 


-_ Se has ravesied that 
Final Fantasy JX will feature an — 
_ updated version of the Triple Triad — 
tard game featured in Final 
Fantasy Vill {and which later — 
became a stand-alone playing © 
card game in Japan). Tins new | 
_ mini-game will feature art based 
_on FFIXS characters and is just - 
one of many planned for the — 
game, which hits Japan in Early 
duly. No word on a stand-alone | 
version of the game, but we’ q 4 
a keep you posted. z 


: Koei, apparently very satis- a 
fied with the success of its pre- | 
-miere PS2 title Kessen in Japan, 
is said to be shoring up its sup- 
port for Seny’s new consale with | 
“two Sequels to the strategy offer- | 
‘ing in the works. Nothing | 
has been mentioned conceming | 
planned enhancements or | 
features, but the titles are | 
expected to release in 2001 and | 
2002 respectively. 


te UK-based h2g2, the devel- | 
Oper responsible for PC adventure | 
game Starship Titanic, is said to | 
be working on a PlayStation2 | 
game based on the classic | 
Douglas Adams book /he | 
Mitchhikers Guide to the Galaxy. | 
Disney is currently developing | 
the book into a movie, which | 
is rumored to star Jim Carrey | 
and hit theaters in 2001. If sched- | 
ules coincide, this latest movie | 
license game should hit PS2 next | 
year as well. 


Be Core Design, developer of 
the Jomb Raider series, has 
announced that two games previ- 
ously slated to appear on 
Dreamcast will now be released 
for PlayStation2 instead. Herdy 
Gerdy is a colorful action plat- 
former that features the game- 
play dynamic of herding various 
animals to help you, while Project 
Fden is a squad-based first- and 
third-person shooter set in the 
future. Both games 

are scheduled for 

release in 2001. 













ast year, a Southern California-based company 

named Bleem made waves in the computer 
world (and landed in court with Sony) with the release 
of its self-titled program that enabled PC owners to 
play PlayStation games on their systems. Now it's set 
to stir things up again, but this time on Dreamcast. 

Bleem for Dreamcast (or “Bleemcast,” as it's nick- 
named) is set for launch this summer and will initially 
be sold as four “Bleempaks,” each of which will cost 
$19.99 and support 100 PlayStation games, loosely 
grouped by genres. Playing the games on a Dreamcast 
Should be easy enough; you'll simply pop the Bleem 
disc in, power-up, and place a PS game into the drive 
when prompted. 

The emulator, as such programs are called, will do 
more than just play PlayStation games on Dreamcast, 
however. Taking advantage of Dreamcast’'s 3D hard- 
ware, Bleem will actually run the games at full 640x480 
resolution with advanced effects such as mip-mapping 
and anti-aliasing, resulting in the games looking much 
better than they do on an actual PlayStation. We saw 
Gran Turismo 2 running under the software at E3, and 
the result looked as good as many Dreamcast games. 

Bleem also intends to sell a line of custom periph- 
erals alongside the emulator, including the Bleempad, 
which will support true Dual Analog control (but no 
vibration at present) and the Bleempod, which enables 
the use of standard PlayStation controllers with the 
emulator and Dreamcast VMUs to store PlayStation 
save data. Both peripherals will be available in trans- 
parent blue and orange and retail for $19.99 each. 


Heyy) gt an 


1M new vidvoyane (uf 


ideogame toys were a rarity outside 
of Japan before the 32-bit era, but 
now you can find the aisles of your local 
Toys R Us littered with action figures 
based on almost any game series 
imaginable. Through licenses with 
Sony Computer Entertainment and 
Eidos, toy maker Blue Box Toys is 
readying its additions to the pack, 
based on mech shooter Omega Boost* 
and beat-’em-up Fighting Force. | 
Standing roughly eight inches high," 
the three Omega Boost figures (Omega 
Boost, Herbarcher, and Beta Boost) feature# 
a surprising amount of articulation - espe- #0 
cially in their legs — and come with suitably => 
large laser cannons. Blue Box’s Fighting Force line 
is comprised of Hawk, Mace, Smasher, and Alana, 
each of which stand roughly 8” tall and are accu- 
rate facsimiles of their in-game counterparts — 
just don't expect a lot of articulation. , 
Look for both toy lines to hit shelves this * 
July. Each of the Omega Boost mechs retails” 
for $9.99, while the Fighting Force crew will also’ 
set you back 10 bucks each. 


| 
" i 
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« Available in blue 
and orange, the 
Bleempad has true 
Dual Analog support, 
but doesn’t produce 
vibration effects. 


4 The Bleempaks themselves will support 100 games 
each and retail for $19.99. 


« By inserting a Dreamcast VMU into the Bleempod, 
you'll be able to store PlayStation save data on it. 


dreamcast 


playstation 





« By boosting their 
resolution to 640x480 
and applying anti-alias- 
ing, filtering , Bleem can 
make PS games look as 
good as some DC games. 


DUE MONE TT ae 


BURNIN BUBBER / 1.07 <> 








« Little robot, big gun. For 
a mech figure, Omega 
i, Boost is quite articulated. 















4 Smasher comes with a display base and 
flame thrower — knee articulation, how- 
ever, is not included. 


“ Mace is one of the 
four original Fighting 
Force characters 
included in the line 
and looks pretty 
much like she did in 
the game. Hawk, on 
the other hand, 
resembles his design 
from Fighting Force 2. 
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pS2 Technology 


sn Will license out its custom chips, but does this 
mean its competitors will want in on the action? 


he creator of the PlayStation format, Ken 


Kutaragi, said last year that Sony would create 
graphics workstations and other devices based around 
the Emotion Engine and Graphics Synthesizer chips 
used in PlayStation2. In a recent announcement, how- 


coreetert 


hopes up. If anything, 
Sony's assertion that it 
would be willing to 
license the technology to 
its competitors is nothing 





ever, Kutaragi revealed that it will also make the chips 
(and the PS2 format itself) available to other companies 
for use in their products ~ even its competitors (i.e. 
sega, Nintendo, and Microsoft). 

This brings us to the inevitable question: Will Sega, 
Nintendo, or even Microsoft bite the hook and produce 
their own PS2-compatible machines? Don't get your 


more than a crafty stab at 
them — a thumbing of its nose, if you will. 

Sony's move isn't particularly new — previously, 
Sega has licensed out its Sega CD and Saturn technol 
ogy to other companies to produce “clones” of its sys- 
tem, and 3DO tried something similar, both with little 
success. Kutaragi’s plan, however, is different, because 





cy t's not quite an official announcement, but one of the first steps towards 
solidifying the next PlayStation system has been taken in Japan. Just recent: | 
ly, Sony Computer Entertainment trademarked a PlayStation3 logo with the Japanese | 
patent office, and it'll undoubtedly look familiar to anyone who's seen a PlayStation2. 
As you can see, It’s the same high-tech font used on the top/side of PS2, only the | 
"2" has been replaced with a "3" — clever, huh? Of course, the final logo could end | ,. 
up being completely different, but Sony's just trying to cover all the bases. Oh, and | 
before you start scrapping plans to buy a PS2 because of this news, you should know 
that PS3 isn't slated to hit Japan until sometime in 2006... ~~ 






Pod 


 Kutaragi’s mighty duo of Emotion 
Engine and Graphics Synthesizer 
could start showing up in other com- 
pany’s products soon. Just don’t count 
on any of them being from Sega, 
Nintendo, or Microsoft. 


his company intends the chipset to 
be used not only for creating third- 
party versions of PS2, but for 
Internet appliances, portable elec- 
tronics, and even televisions that can play PS2 games 
as well. As Kutaragi put it in his recent announcement: 
“In the future, PlayStation2 may be absorbed into TV 
sets and the game console may disappear.” Well, it 
sounds cool, but what fun would that be? 


=! 
4 No, we didn’t draw this 
ourselves with an Etch-A- 
Sketch — it’s the actual 
drawing Sony faxed to the 


Japanese patent office for 
trademarking. 


< Is the PS3 already tak- 
ing shape on drawing 
boards at Sony? The 
minute we find out, we'll 
let you know! 





‘MC2 Racine 
| WHEEL & PEDALS 


| Company: Mad Catz 
| Available: Now 


Suggested Price: $59.99 


The MC2 Steering Wheel offers three 
modes to provide the ultimate control 
for virtually all PlayStation driving 
games. Well, that's what the instruc- 
tion book said, anyway. We put the 
wheel and its accompanying floor 
pedals to the test and found that while 
it does perform admirably with most 
games, it was a miserable flop with a 
few. The MC2 seemed custom made 
for Colin McRae Rally, but was unable 
to perform in anything except digital 
mode with Need For Speed: Porsche 
Unleashed. 

The unit itself seems a bit lighter 
than the earlier Mad Catz model, 






which made it a bit hard to 
keep the pedals where we & 
wanted them, and the wheel 
Was a bit hard to secure to the 
desk. The suction cups on the base 
weren t quite up to the job. 

The wheel does have a nice Call- 
bration feature and good wheel return 
and a vibration feature. It feels good in | 
the hands and all of the control but- | 
tons are clearly marked. We advise 
that you try to find out if this model 
fully supports the racer you want to 
play before buying it, however. 


RATING: kkk 







(Wiretess DuAL 
_ Force CONTROLLERS 


| Manufacturer: Mad Catz 
}} Available: Now 


Suggested Price: $39.99 


| vibration support, the effect was 


Slightly larger that Sony's official 
Dual Shock pads, these wireless con- 


' trollers’ grips are a little too big for 


most hands, and kept us from getting 
our fingers comfortably around them. 


, Adding to this minor annoyance, they 


failed to work fully with the Dual 


| Analog only title Ape Escape (attack- 


ing and walking forward didn't work). 
Beyond this, we found that the 


: floating D-pad made it easy to pull off 


normally tricky half- and quarter-circle 
moves in fighting games, and the 
NeGcon/Wheel mode worked well 
after a little calibration. As for their 















m= noticeably ae than with 
Sony's Dual Shock pads, and was 
accompanied by an audible clicking 
from inside the controllers. 

Overall, their lack of support for 
true Dual Analog games (such as Ape 
Escape) and poor vibration effects are 
enough to keep us from recommend- 
ing these controllers to anyone expect 
those who absolutely have to sit very 
far away from their PlayStation. 
Otherwise, we recommend sticking 
with a corded pad and investing in an 
extension cables. 


RATING: **y 
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Soul Reaver team is one of the most technically expe- “| do not think our decision will point to an industry 
anes ave f} rienced and creative in. ndustry gooey and we — year, said Newman, when asked 
wanted to give them I , we Cal ect other publishers to cease PS1 


proje r . ing them on PS2. Crystal 

















Reaver 2 the game tha 


First came Onimusha, now (WO More aPe Mak — As tor Kengo: Master of Bushido, F 

ine ¢ i : j P Crave's Executive Vice Pre sale 
Ing the shift. 1 this a trend in the Making? ea her company’s decision a 

. case, we are taking advantage 0 

ast year, Capcom made the SUIPIIS€ to take a game targeted to the : =: r ; n the PlayStation 1. 

announcement that Onimusha, |ts samural- give it to them on the syst hey will n I ith : 1a great team, the games 


era adventure game originally planned for PlayStation, — playing on [when it comes out].” th : ok very last generation.” 
would be enhanced and released on PlayStation2 _ = = | —- 


instead. At this years E3 expo, two more upcoming 
projects for PlayStation, Eidos’ Legacy of Kain: Soul 
Reaver 2 and Crave's Kengo: Master of Bushido, were 
revealed to be heading to PS2 as well. Does this mean 






















take. ' ‘Some will do it ‘that will mean that 
1 nese decisions, ” 
1 how good the 


























a 
we can expect other publishers to follow suit, scrap- Sr. oe 
ping their biggest PS1 projects in favor of PS2? PSM ee eae 


got in touch with the decision makers to uncover why 
the switches were made — and whether they feel that 
this is the beginning of a trend. 

First off, we spoke with Andrew Bennett, the pro- 
ducer of Soul Reaver 2, about the decision to bring the 
game to PS2. “Mainly the reason was creative. The 


Playotation2: 


The Definitive Launch List Armored Core2........ POUCA Agetec. | Dynasty Warrors2...... Acton... «.. Keel 
Blea Rind. Be Agetec ESPN Snowboarding Sos... a Konami 


We confirm which gales will le On shelves RVGIOIGCG ee. Adventure ....... Agetec Pantavision........ 2 pase — : s . . SONY / 
Wien pS) arrives this Hetoher FUSGI Gl Ce. Racing 6.6.8 Crave FIFA 2001... SOC oo. «EA Sports” 


«>» As you can see, the 
visual jump from Soul 
Reaver 2 on PS1 to PS2 
is a big one. The real 
differences, however, 
will affect its gameplay 
as much as its looks. 











Gauntlet: Dark Legacy ... Action .......... Midway Gradius SIV. 2. ehooter,....-4. Konami 2 
hat £3 h 4 Kessen...... ee Stmtegy..5 00. EA Games GameBreaker 2001 ..... Football ..... Se 
'N, OW INL ES NES COME and'\gone, TWO MelOr aaa Fatal EA Sports NFL GameDay 2001... .. Football ..... ....Sony989 
questions about PlayStation2’s U.S. launch a : 
Midment Club... 0.5. -: MOC 6 i Rockstar SUMINONON: le, 


have been answered, namely its release date and 





price. But what about the games you'll be able to Ridge cage oe pang Sat Namco Swing Away Golf....... 
buy alongside the system on day one? To clear omiulggersRuUn ....... ACHON Rockstar Unreal Tournament 
things up, we got in touch with every third-party SSX ae Snowboarding oe Sports 
that's working on PS2 games to pin down which otreet Fighter EXS 6... Ponting eS Capcom 
ones you'll actually be able to get your hands on TBMKGH 1900 4 eis PONUNG 6 ei, Namco _ 
come October 26. TMG DO EIS oe ka ACHON oa Eidos 

The resulting list, which you can see to the right, Road cy. POUON 30. EA Games 


is impressive — especially considering that Sony 
still won't utter a word about what it'll have ready 
(which will probably include the likes of GameDay 
2001 and FantaVision). So far, there's something in 
pretty much every genre to look forward to, includ- 
ing four action games, one RPG, one adventure 
game, three racers, two fighters, two sports offer- 


« The fighting 
genre will be well 
represented = at 
PS2’s North 
American launch, 
with Tekken Tag 
Tournament and 


« After seeing the 
success of NFL 2K 
at Dreamcast’s 
launch, it was a 
given that a foot- 
ball game would 
be available for 


ings, and one strategy title. And that’s just the con- on as ae eo bg <—- 
firmed list. charge. firmed, ‘and 


GameDay will be 
very likely show 
up too. 


Unlike other launch title lists you may have seen 
since E3, our confirmed list doesn’t include games 
that should be ready “around” launch. All 14 of the 
confirmed titles on this list will be completed and 
ready to ship on October 26th, while the remaining 
10 are “possibles” that are slated to be ready in 
time, but can't be confirmed at present — they 
might slip a day or two afterward. 





< Ridge Racer 
was one of the 
first PlayStation 
games available 
in the U.S. back 
in 1995, and its 


«EAs super-color- 
ful snowboardin 
game SSX look 
and played great 
at E3, and the 
design team is still 


fourth sequel is working on 
Just remember, as with all release dates, these slated to ship iibteacnenn. 6 
are subject to change without notice. In any event, alongside PS2 this could end up bring 


October, a surprise hit. 


it's shaping up to be a massive launch, and you can 
expect full updates on the release schedule in each 
month's Checkpoint section! 
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The only game with 11-time _, __2-player gameplay mode for Me 8 Supercross stadiums [Race as or against McGrath, Windham, 
Supercross Champ Jeremy McGrath intense competition! ‘ and 8 licensed Motocross tracks | Dowd or 5 other superstar riders 


es | 





EVERYONE 





: Sega 5 
PlayStation A ©Dreamcast. 


Jeremy McGrath Supercross™ 2006 and Acclaim” & © 2000 Acclaim Entertainment, Inc. All Rights Reserved. “No Fear” ® is a registered trademark of No Fear, Inc. "Genocide" performed by The Offspring. Fram the album Smash. Courtesy 
Epitaph. (P) 1994 Epitaph. Used by permission. All rights reserved. Published by Gamete Music (BMI). Sega, Dreamcast and the Dreamcast logo are either registered trademarks or trademarks of Sega Enterprises, Ltd. © SEGA ENTERPRISES, LTD 
All Rights Reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. Nintendo, Nintendo 64 and the “N" Logo are trademarks of Nintendo of America Inc. © 1996 Nintendo of America Inc. Game Boy 
and Game Boy Color are trademarks of Nintendo of America Inc. © 1989, 1998 Nintendo of America Inc. Licensed by Nintendo. Screen shots were taken from the PlayStation version of the video game. 
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Help make the world a better place. Rip out the next cigarette ad you see. But hurry, every 8 seconds someone in the world dies from tobacco. 
Of course, only rip out ads from magazines you've purchased yourself. Thank you. 













PERSONAL INFO: 


Name: Mark Rein 

Position: Vice-President, Epic Games 
Previous Projects: Unreal, Unreal 
Tournament, etc. — |'ve been at Epic 
for nearly 8 years. 

Hobbies: What are hobbies? Doesn't 
everybody work all the time? 

Last Good Album Bought: Mighty 
Sam McClain - Keep on Movin’ - JVC 
XRCD (Extended Resolution CD) 

Last Good Movie Seen: Gladiator 


PSM: Can you give us a quick sum- 
mary of Unreal Tournament? What 
separates it from the other first-per- 
son shooters out there? 

MR: What makes Unreal Tournament so 
unique is the combination of extremely 
human-like computerized opponents, 
cool weapons, great visual effects, tons 
of varied environments, interesting 
game types, in-your-face audio and fre- 
netic action. It really duplicates the feel- 
ing of great online multiplayer games 
without the hassle, expense and combi- 
nation of actually going online. 


PSM: When did development on the 
PS2 version of Unreal Tournament 
begin and how many people are 
working on the project? 

MIR: Some very preliminary work start- 
ed late last year, but the real effort start- 
ed around February. Right now there are 
four programmers working on the pro- 
ject, an animator and some of the level 
designers will likely work on It over the 
next few months as well. | don't have a 





total team count, but I'd say it will be 
about eight people. 


PSM: When will the game be 
released? What are the chances of it 
being available on launch day? 

MR: We hope so! The plan is to release 
it aS a launch title and we're confident 
we can do that but, as Is our rule at Epic, 
we won't sacrifice the quality of the 
game just to make the date. 


PSM: From a PC perspective, what's 
it like working on the PlayStation2? 
In your mind, what's its biggest 
advantage and its biggest drawback? 
MR: | don't think it's fair to make direct 
comparisons between a $2,000 PC and 
a $299 PS2, but we think we can 
achieve very good results with the PS2. 
To work with it requires changing your 
mindset to really understand how best 
to optimize for the PS2. 


PSM: The game was running slow at 
E3, but was still playable. Are you 
going to hit the coveted 60fps mark 
before the game’s release? What res- 
olution is the game running at? 

MR: We couldn't care less about achiev- 
ing “coveted” frame rates. What we 
care about is achieving smooth, consis- 
tent and totally engrossing gameplay. 
That definitely requires that we get a lot 
faster and smoother than we were at E3 
and we know we'll get there. The ver- 
sion we showed at E3 represented only 
about three solid months of develop- 
ment with only two programmers. 





< The folks at 
Epic are working 
long hours to 
bring Unreal 
Tournament to 
the PS2. 
According to 
Mike Rein, 
there’s a good 
chance that it 
could be a 
launch title! 


Mark Rein-is the man behind some of 
the most popular titles on the PC. His lat- # 
est masterpiece, Unroal Tournament, tx 
is on its way to the PlavStation2. We & 
sat down with Mark in order to get an 
update on the game and get his Eee 
thoughts: about the PS2 and the (a 
upcoming console wars. | 


We've now had four banging away at 
various pieces of the puzzle, so things 
should progress quite nicely. By the 
time you read this, we'll have made a 
LOT of progress. The game runs at 
640x448 resolution. 


PSM: What do you think about the 
PS2’s audio capabilities? Are you 
changing the music and sound 
effects from the PC version of the 
game at all? Are there any plans to 
add in any sort of surround sound, 
Dolby or otherwise? 

MR: Sounds come out of the PS2 and it 
sounds pretty much just like Unreal 
Tournament on PC does, so | really don't 
give It any thought beyond that. If we 
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changed the sound effects than we'd 
lose compatibility between the PS2 ver- 
sion and the PC version where online 
play (down the road with broadband) is 
concerned. We don't want to do that if 
We Can avoid It. 


PSM: First-person shooters have 
never been as dominant on consoles 
as they have been on PC. Why do you 
think that is, and how might that 
change with the next-generation 
consoles? 

MIR: It’s pretty clear when you looked at 
first person shooters on earlier consoles 
and compared them to the experience 
you saw on the PC screen that the PC 
was the right place to play those types 
of games. Visually, the older console left 
a lot to be desired compared to the 
same titles on PC. But a PS2 can deliver 
quality visuals, SO now it's just a matter 
of finding out whether console gamers 
really want to play games like UT on 
their consoles. Only time will tell. 


PSM: Will the gameplay be any dif- 
ferent from the PC version? Any new 
levels or features? 
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MR: We're hoping we can deliver the | 
same quality of game on PS2 as on PC. | 


That's going to be tough because the 


PS2 has a lot less memory (and no vir- | 
tual memory) than the PC. One of the | 
things we plan for the PS2 that wasn't | 


on the PC is two-player split screen 
which should be a LOT of fun. 


PSM: Do you plan to include mouse 


or keyboard support and how easy | 


are these to incorporate? 
MR: Yes, we plan to support mice and 
keyboards through the PS2’s USB ports. 


We haven't done it yet, but it should be 


pretty easy. 


PSM: What are your impressions of | 


the PS2 controller? Are you adding in 
any sort of Dual Shock vibration sup- 
port? Was it difficult to map all the 


important game commands, which | 
are normally accessed by a keyboard, | 


to the Dual Shock controller? 


MR: | like the Dual Shock. | think they're | 


about as good as you can get for a two- 


handed console controller. We definitely | 


will have vibration support and we'll 


probably make some use of the analog | 


nature of the buttons, too. As for map- 
ping, that's been easy. 


PSM: At one time, an online site 
reported that there may be a way to 

















hook up the PS2 to a computer (via | 


the USB port) and download new 
levels, skins and mods for the game. 
Is this something you're looking at 
implementing? 


MR: This is something we hope to do, | 


but we haven't done any research on it 
yet. It will be a low priority and this isn't 


the kind of thing we'd jeopardize launch | 


for. 


PSM: How much of this sort of data | 


(more than one map?) could you con- 
ceivably fit on the system's 8MB 


‘memory card? World some sort of 
compression be used? Or is this | 
something that would be geared | 


toward Sony’s proposed hard disk 
add-on? 
MR: If we get this going, 8Mb will give 


you a pretty decent amount of space. | 
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The largest map in Unreal 
Tournament is only 4.3Mb with 
the average being about 2Mb. 
That's uncompressed and we do 
support a compressed format 
(UMOD) which can hold any UT 
content such as maps, textures, 
skins, code, etc. We're definitely 
looking forward to that hard drive 
and broadband support! 


MR: We already have i.link net- 
work games up and running — we 
Still need to do some debugging in 
this area, but it’s cool to play a net- 
work game on the PS2! | don't 
know what the user count will be. 
We've already had some four play- 
er games going. 


MR: Bring on the broadband, 
baby! | think we'll really be in our 
element when the broadband net- 
work and hard drive ship. My 
guess is that we'll have a down- 
loadable patch for broadband 
users. Being a major online game, 
we've done some pretty serious 
thinking about the whole modem 
thing and quite frankly we ques- 
tion whether console gamers are 
really ready for the 

~ exciting world of log-in scripts, 
phone-line hogging, slow down- 
loads, and — of course — their 
new best friends: limited band- 
width and major lag. | was person- 
ally really hoping we'd be able to 
Support modem play, but the 
more we searched our hearts, the 
more we realized that console 
gamers are going to get the shock 
of their lives when the screen 
freezes because their connection 
got cut or they see someone skip- 
ping along their screen. PC users 
have learned to tolerate these 
things, but console users have 
never seen this crazy stuff. If 
you're already an online PC gamer, 
the chances you're going to want 
to spend another $50 to play in 


front of your TV instead of your PC 


is pretty small anyway. We looked 
at the situation and we thought 
about the future. Sony isn’t direct- 
ly Supporting a modem, so that 
means you have to piece together 
a bunch of 3rd party solutions 
(ISP modem, TCP/IP stack) and 
pray it all works — do you remem- 
ber the days of Windows 3.1 
where Microsoft didn't provide a 
TCP/IP stack and getting on the 
internet wasn't so easy? That's 
not what console gaming is all 
about. Console gaming is about 
one company keeping watch to 
ensure that all the products deliver 
a consistent approach. That is 
much more in tune with broad- 
band. With a cable or DSL modem 
you're always connected, down- 
loads are fast, and lag Is virtually 


ee ee ce ee 


non-existent — It's much more 
like a console in that the perfor- 
mance you expected is largely 
delivered and that's where we're 
throwing our support on PS2. 


MR: Things continue to get faster 
and better on both the PC side 
and the console side. That's a 
trend | see continuing. | don't see 
one pushing out the other. | don't 
think the PC will stop being an 
Important game machine until It 
stops being used for things like 
email, spreadsheets, presenta- 
tions,web browsing, MP3 dowr- 
loading, CD burning, word pro- 
cessing and <insert your 

favorite PC application here>. 


MR: Of those three, X-Box defi- 
nitely excites me the most. It’s 
going to have a lot of power and 
be super-easy to develop for. One 
of our programmers said the other 
day that console hardware design- 
ers should spend a lot of time 
looking at the state of the art on 
the PC side and stealing the best 
ideas from it. X-Box will encom- 
pass all of the best ideas currently 
residing on the PC. Dreamcast has 


done well and if they can push the — 


price down and keep offering 
great games, then they'll continue 
to do well. Unfortunately, | don’t 
know anything about Dolphin. | 
don't understand why Nintendo 
isn't coming to developers like us 
and showing us why we should 
be thinking about the Dolphin. Can 
you ever have too many friends? 


MR: | don’t have a crystal ball in 
this area. | enjoy the shooters |'m 
playing now and | don’t need radi- 
cal changes to keep me happy. 
Some game genres get evolved 
and evolved and evolved until 
they're no fun to play anymore. 
With the FPS, you need to keep it 
simple, keep it easy to control and 
make it stunning to look at. As 
computers & consoles get more 
adept, the games will get more 
and more stunning to look at and 
the characters on the screen, by 
virtue of this better hardware, will 
look and behave more realistically 
and do more things than today's 
characters can do. 


MR: Work has been well under- 
way on Unreal2 and so far it looks 
incredible, but it’s a long way from 
over. It's using the Unrea/ Engine 
and that's now a multi-platform 
engine. There's no reason why 
we won't be able to make It play 
on a console, but ultimately what 
consoles it goes on depends on 
what happens over the next 12-18 
months. 


MR: On the PC we've won a ton 
of Game of the Year awards. We 
have every intention of delivering 
the same kind of action-packed 
thrill ride on the PlayStation 2! 
Sure, fighting games and racing 
games are cool, but when you 
pick up that controller and get into 
your first team UT game, we think 
you're really going to feel like 
you're playing against real human 
opponents. If you're into action be 
sure to check out Unreal 
Tournament for PS2 

when it comes out 

this fall! 
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Part Zelda, part Sim City, this is defi- 
nitely one of the best-looking and 
most unique PlayStation2 games yet. 
It was hard enough to pull ourselves 
away from the demo versions at E3 

— now we'll have to wait until the end 
of the year for more! 


Square still hasn’t said when to expect as 
the latest Final Fantasy stateside, but 
we've already taken up vigil. The new 
super-deformed characters and fanta- 
sy world design reminds us of the ear- 
lier games in the series, and that’s good. 


Snowboarding games always tend to 
seem a lot alike, but not this one. It’s 
the most colorful, over-the-top take 
on the sport we've ever seen. Plus, 
the real-time music mixing really 
makes this game stand out. 


§ > 
The series that invented the survival 
horror genre is back, and looking bet- 
ter than ever. The flashlight effect and 
creepy environments create the spook- 
iest mood we’ve encountered in the 
genre. Chilling stuff! 





Great rally games are few and far 
between, and this is the sequel to the 
greatest of them all. The graphics are 
getting a huge boost this time. We 
can’t wait to take it for a spin. 
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You want more than the latest headlines—you want the dirt, 
the inside scoop on what's really going on with the PlayStation. 
Look no further, because PSM always has its ear to the wail... 





v Mission: Impossible 


inal oa Sl 
to a _ PlayStation2 
near you? 
>) 


: ohn Woos _ action- 
‘ee packed sequel Mission: 
Impossible 2 has become one 
of the biggest summer 
blockbusters in recent memory 
at the movies, so it seems only 
natural that a videogame adapta- 
tion of the film would be forth- 
coming — just don't expect it 
anytime soon. 

Infogrames is rumored to be 
pursuing the rights to produce a 
PlayStation2 (and possibly PS1) 


Return (0 ollent Hill 


» he team behind Silent Hill, last year’s super-creepy survival horror outing 
__~ _ from Konami, is busily working away on its first PlayStation2 project entitled 
Shadow of Destiny. That doesn't mean a sequel to Silent Hill isn't in the cards, how- 
ever, and word has it that the game is definitely destined for PS2. 

Recent rumblings from the rumor mill suggest that Silent Hil! 2 (or whatever the 
final game is called) will be officially announced (and hopefully unveiled) at the 
upcoming ECTS show in London this September. An extremely early hint that the 
game existed was given at Sony's E3 party in 1999, where cinema footage from the 
first Silent Hill was shown running in real time on PS2 hardware. 

Furthermore, it's being said that the game will showcase the lessons learned 
about developing for the PlayStation2 hardware derived from work on Shadow of 
Destiny. \f that’s anything to go by, we should definitely expect cinematic sequences 
that rival the pre-rendered variety we're used to in PS1 games — or even better them 





game based on the movie, and 
may well have cinched things up 
by the time you read this. 


Infogrames, as you may remember, also published a game based on the original 
Mission: Impossible for the original PlayStation. Given the content of the movie, it's 
not unreasonable to predict this outing to be a lot more action-packed than the first, 
though taking into account some segments of the film, a good deal of Meta! Gear 
Solid-style sneaking should also be called for. It doesn't seem, however, that gad- 
gets and spy gear would play such a large role this time around. 

So, what about that release date? We're hearing that although the movie was 
one of the biggest in theatres this summer, the game based on It might not show 
itself on any platform until next fall (that’s late 2001). Rest assured that we'll have 


more on this rumor as it solidifies. 


Quake 3 Targets PS2 


FAL lready, there are nearly as many first-person 
Shooters announced for PlayStation2 than 
have been released for PlayStation in its five-year lifes- 
pan. If recent rumors are to be believed, you can add 
another one to the list. According to sources familiar 
with the project, Quake /// Arena is a shoe-in for 
release on PS2 next year. 

The big surprise, however, is that the game most 
likely will not appear from Activision, who released the 
PC version, but from a yet-unnamed publisher. Our 
sources would only say two things concerning the 
potential publisher: It's big, and it’s a third-party. 

That counts Sony out of the mix, but makes the trail 
a little harder to follow by throwing in the likes of 
Infogrames and EA — both of which already have their 
own FPS projects in the works: Unreal Tournament 
and The World ls Not Enough, respectively. 

However twisted it might be, you can count on 
PSM to follow the 
trail until we dig up 
more dirt. . 


> Online multiplay- 
er is a key compo- — 
nent to Quake Ill — 
Arena on the PC, | 
and rumor suggests 
it might play a role 
in the PS2 version. 















P he possibility that Sega might one day devel- 
’ op games for competing consoles has been 
a hot topic for years now. However, the latest scuttle- 
butt surrounding the prospects actually concerns the 
licensing of some of its hottest properties for release 
on other systems. 

Rumors are running rampant in the UK that Sega 
intends to license the rights to Crazy Taxi to Acclaim 
for release on PlayStation (and possibly PlayStation2) 
along with at least four other “big name” Dreamcast 
and arcade titles. Sega, for its part, has flatly denied 
these rumors, but the fact remains that they continue 
to pop up from well-placed members of the develop- 
ment and publishing community. 

Given the recent business restructuring at Sega, 
and the huge financial losses the company has report- 
ed as of late, such a scenario may not be that 
far-fetched after all. For now, we'll just have to adopt 
a “wait and see” atti- 
tude, but we'll definitely ~~ 
be keeping our ears to 
the ground. 





i 


> Okay, we pieced 
together this box art for 
illustrative purposes — if 
we'd actually drawn it, 
it probably would’ve 
turned out much better. 








in some cases. 

Add to this the possibilities for excru- 
ciatingly detailed monsters and a 
Slew of new mood-setting effects on 
PS2, and we could be looking at one 
of the survival horror genre's finest 
moments. Expect more on this soon. 


< The world of Silent Hill was foggy on 
PS1, but mainly for effect. Might we 
expect more creepy atmosphere out of 
the rumored PS2 version? 


John Woo: The RPG? 


erhaps the most unusual rumor we've heard 
PF this month concerns a potential PS2 project 
from Sony itself, that, if true, will either make action 
movie fans drool or scratch their heads in disbelief. 
According to an “agent” of the respected movie gos- 
sip website Ain't It Cool News, Sony has plans to pro- 
duce a role-playing game of sorts based on the films (and 
memorable action scenes) of renowned Hong Kong 
action movie master John Woo (director of The Killer 
Hard Boiled, and, most recently, Mission: Impossible 2). 
More intriguing yet, the rumor suggests that Woo will 
lend more than his name to the game, and may have a 
degree of creative input. If that weren't enough, Chow 
Yun-Fat, star of many of Woo's best films, is also rumored 
to be attached to the project in some capacity — for the 
purposes of motion capture would be our best guess. 
In any event, this is undoubtedly a juicy bit of gossip 
for action movie buffs, and one that we'll be keeping 
close tabs on in the coming months. 


— & John Woo’s The Killer is 


Ce Bee 
its Sk d CRAZY TAK =e 
+7 S eae S * asi 


considered a masterpiece of 


_ Asian cinema. Can we expect 


some of its famous 
action sequences 6 
to play out on 

PS2 soon? 
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Welcome to our most exciting section, where: - 


every month we break all the latest news on 
Sony's next system. This is THE premiersource = 
for PS2 info! Ceo ee se aes» 





Zone Or THE Enpenrs | 


Konami’s mech title is more than meets the eye 


me ccording to Konami's Hideo 

Kojima, creator of Metal Gear 
Solid and producer on Zone of the 
Enders, the game may look like any 
other mech shooter in screenshots, but 
it's actually a full-blown adventure in the 
vein of Zelda. 

Kojima’s hand-picked team, lead by 
the director of the famous Japanese 
“relationship simulator,” Tokimeki 
Memorial, is aiming to deliver the expe- 
rience of participating in a mech-based 
anime movie. : 

This means that 
youll be able to 
control the game’s | 
lead character, Leo, 
as he explores the & 
city, interacts with % 
other characters, 
runs across fields, and 

so on. While this will | 
make up a good chunk « . 
of the game, you'll also 
be able tocontrolLeoas |, 
he climbs into his giant 4s 
robot and heads off into ae 
battle, all of which is pre- I 

sumably seamless. } 

Since Kojima and 7 
crew are intent on deliv- 


4 It seems as though some adventuring 
will also be done while inside Leo’s mech, 
enabling you to get up close to the beau- 
tifully textured surroundings. 














; Randy Nelean es 


as Leo’s mech) 
seen in Zone of 


ering a compelling experience over a 
run-and-gun action game, you can also” 
expect a good amount of drama. The 
games director, Noriaki Okamura, 

penned the Tokimeki Memorial storyline 


and is lending his writing talents to 
-— Z0.E. as well. The end product, Kojima 


promises, will draw you in to the extent 


of tears at the game's conclusion. And 


















when you've got the man behind Metal | 


Gear Solid saying that, you know there’s L 


some weight to it. 


¢ clearly evident in these latest, gor 


ia, geous screens. There's still no —— 

\, | release date for the game state- a 
‘\ side, but you can be certain we'll - 
\. have one for you just as Soon as 


a it's announced. 


< Yojio ei the char- 
acter designer on 
Metal Gear Solid, . 
is responsible for 
all of the 


design (such 


“oo ‘wai 





As KonamiComputer Entertainment | 
- Japan's first original title for PS2, Zone | 
So fi ~—_—of the Enders has the company's “ot 
<> full resources and best telent 
- behind it — something. thats _ 


‘Wilecks woh h some sort of ener 
though gis * 





i =. : 



























A Effects ak: as waving searchlight are e 
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gy blade will protr 





“In this shot, {oaks a though tt a the 
_ mech has inc tec oo mec 
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ETAL GEAR SOLID 2: 
Sons OF LIGERTY 












| ince we blew the doors off Metal we wouldn't be surprised to see get trampled by » MGS2_ 
7 Gear Solid 2's E3 unveiling last Metal Gear Ray run amok). shear ogg f 

issue, we've been working over- The story scenes in MGS2 will have more _ hinted that ‘Bs an) 
time to find out every bit of new info we can. _ substance to them for the hardcore fans, but at the Speke { | 
We've checked all of our sources for every same time they will do a good job of explaining . relioniie or 7 


rumor, read every interview with the game’s 
director, Hideo Kojima, and analyzed our copy of 
the MGS2 E3 video until the wee hours of the 
morning. We found some very interesting new 
info, so read on and prepare to be amazed! 


At the end of MGS, Revolver Ocelot (the Russian 
Gunslinger) escaped with a disk containing informa- 
tion on the making of Metal Gear Rex. MGS2 starts 
after this information has been sold on the black 


things for those who have never played Metal Gear 
Solid. \t’s very important to Mr. Kojima and his team 
that this game appeals to both hardcore Metal Gear 
fans and newcomers to the series. 

Along those lines, here's some VERY big 
news: Mr. Kojima is working on a secret new fea- 
ture for MGS2 that will somehow determine what 
type of person is playing the game — their age, hob- 
bies, sex, etc. The game will then adjust its content, 
such as its level of blood and violence, to match 
each individual player. The plan is to do it in a very 
sneaky way, without asking the player outright 





mad market, and every major nuclear-capable nation has ee , 4 ‘~ 
ros its own Metal Gear. To destroy all of these copycats, questions. It will all take place (oGldiatomuntem orre}iayaliare| 3 
= Metal Gear Ray was created. When terrorists ° the gameplay. One thing they wanted to do, but environment that's as interactive as possible, so the 
UA. attempt to steal Metal Gear Ray from onboard a 8% |S fead what types of movies the player —_piavers will be able to destroy things the way they 
ial’ tanker at sea, Snake volunteers to sneak aboard the Watches on DVD. That way, if they watched a lot of want to. For example, if someone shoots a pipe, 
Toms tanker and put a stop to their plan. horror eves: the game would know to adjust steam comes out. There's strategy here, because 
Sy We can now confirm that the game will defi _ ‘Self to be extra gory. the effect of the steam changes depending on 
rad nitely take place in two locations: Manhattan and where you shoot the pipe, like how strong it shoots, 
it aboard the tanker at sea. Mr. Kojima has revealed AREALPHYSICALWORLD = or how far it shoots out. 


that there will be a few famous New York monu- 
ments in the game, like the Statue of Liberty (which 


» Here’s a great 
hi-res shot of 
the scene where 
two guards get 
Snake pinned 
behind a supply 
shelf. As they 
shoot back and 


Mr. Kojima and his team are using the PS2 in very 


creative ways to get the most out of it. For exam- — 


ple, MGS2 will focus a lot on L.O.D. 
(level of detail) — when something is far 
away, it will be drawn using less poly- 
gons than when it’s up close. The player 
can't tell the difference, and It Saves pro- 
cessing time. Also, the game constantly 


If the steam burns an enemy's leg, he won't 
be able to move as fast. Or if the steam hits his arm, 
he won't be able to shoot anymore. That's when 
you want to use your first-person targeting. You 
can't move around in this view, but you can aim 10 
hit at a specific spot on a pipe. When directly shoot 
ing an enemy, you also get different results depend- 
ing on where you hit them. 


posing trades off elements to focus its pro- Luckily for the player though, Snake can't be 
the shelf is cessing power. For example, on the crippled this way. lf he gets hit on the leg with 


destroyed by a 
hail of bullets. 


Enrty.IMPRESsjon 





deck of the tanker, fewer soldiers are 
used to free up the extra juice needed to 
create the rain storm. 





MGS2's main goal is to create a 3D 


steam, his life meter just goes down as it would 
normally. That's because if he were to start limping, 
it would slow the game down. 

All of the objects in the game behave like real 





The graphics are awe-inspiring, especially the rain and 
wind effects. This is the first game that looks real. 


The already classic MGS gameplay has even more amazing 
new features, adding even more depth and strategy 


The enemies are much, much smarter this time 


Metal Gear Solid 2 is the single most beautiful thing | have 
ever seen in my life. | weep now tears of joy. 


Games like this are the reason | love this industry. Just 
watching MGS2 in motion brings a childlike smile to 
the face of even the most jaded gamer. It’s going to be 


hard waiting for Mr. Kojima’s team to finish the game, 
but | know it will be well worth the wait. 
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objects. For example, depending on where you 
shoot a glass window, the cracks will appear in dif- 
ferent ways, and the glass will shatter in a different 
pattern. Also, if you shoot a bottle at the top, it's neck 


will pop off, but if you shoot it at the bottom, 
it will explode. 

A real virtual wind sweeps 
through the game's environments at 
different velocities. Snake's ban- 
dana, his hair, and the raindrops are 
all affected by the wind. Raindrops 
splash into puddles, and little water- 
falls appear due to heavy rain. Also, 
at times Snake will wear goggles, 
which the rain will collect on. When you 
look down, rain drops will start dripping 


— 
across the face of your goggles, and Snake still 










game, using a strangle hoid, weapons, and punches 
and kicks. Many weapons will be returning from the 
last game, but at this point we don’t have a con- 
firmed list. We do know of one weapon that WON'T 
be included — there will be no knife. Snake 
hasn't used one before, and won't be 
Starting now {although judging from 
the video, it seems as if the myste- 
rious female character is. pretty 
good with them). 
The DualShock2 controller 
will be fully supported, with lots of 
uses for the pad’s analog buttons. 
For example, you can use them to 
move siower or faster while running or 
crawling, or you can draw your weapon 
faster. Also, when you aim your gun in 


& Camera views like this one won't be 
playable, but they give a cinematic view to 
the action in the E3 promotional video. 


B_BRSFEEB RES SEB 


| soon 


OA se a & 


help 
amazing light it casts on the wall. 


trail of blood that soldiers will follow. So, what if you 
Hole) @elere-meler-icommenl-1nie|¢-[e18|-10 alts) ole.e\/ a0 0))))0) -) p\|| 
(leaving a biood trailj, stuffed him in a locker, and 
lined the locker with C4 explosives {assuming they 
return from the last game}? You'd have an instant 
trap. Another guard comes along, follows the blood 
trail, checks out the locker and BOOM! It’s grisly, but 
it sounds damn cool. 

Here are a few other random tidbits: You can 
expect to see Snake swimming in this version, and 
possibly fighting a main boss underwater, Metal 
Gear Ray moves more like an animal than a robot — 
much more organic and biological: you can knock 
Quys Over the railing; you can use a locker door as 4 
shield; and finally, MGS2 will at least be equal in 
length to MGS, and will probably end up at least 
a little longer. 






» This time Snake will have a flashlight to 
i dark areas. Just look at the 








when you look up, water will fill the wiih ie ceca wa the first-person view, you have to go pd 
ates cori use to qui put enemy ; a 
goggles there are no pre Scripted ck. ayo Gast slowly, Decause if you let it go too ~~ 
animations for this, it all happens in rea! quickly, it wil Tire too violently. Mr. Kojima has said that, in the MGS2 teaser video WA 
time. Adding to the insane level of | Like we reported last issue, e put together for E3 ion can see bits of Janine a 
detail, you may even have shake accumulated water you can clear the entire game without killing anyone Bins The Kasi oe Terminator 2, among other — 
out of your goggles, and the rocking tanker may by using the new tranquilizer gun. We were won- Sine Kojima is a big fan of movies ona they influ- Co : 
make you seasick! dering if that meant you could get away without Sane him greatly in his games Along those jaa va] 

killing the bosses, and Kojima recently confirmed Koi a Ka | 

ny oma says that he's reall ming for th mi 

(MORENEWELEMENTS =i that was indeed the case. He also went on to say y yan a 


Guards now carry radios, which they use to call for 
backup when they spot you. However, you can use 
this to your advantage by shooting the radio out of 
their hand before they can use it — this way it’s just 
you and him, one-on-one. Once you taken him down, 
NOU Mare. ¥m COMM al(e(cmalicwielere\"an(Slalll<cimea\cuailsciacel-iapicy 
enemies don't just disappear). In the video, Snake is 
shown dragging a body into a locker. 

Snake will attack mainly like he did in the last 





that you could destroy Metal Gear by tranquilizing 
the person controlling it on the inside. We can only 
begin to imagine what implications these decisions, 
to kill or not kill key characters, will have on the sto- 
ryline as the game progresses. 

__ Apparently, Snake will also be able to set traps 
for his enemies. Mr. Kojima referred to this being 
included, but wouldn't go into detail. The way the 
game is set up, with so many variables in a realistic, 
fully-interactive world, it only seems natural. For 

example, we do know that 
Snake and his enemies 
will bleed when 
seriously wound- 
ed, and will leave 4 


“Hollywood sound” in MGS2. This is clearly the Case 
when you listen to the game's soundtrack, which is 
being composed by Harry Gregson-Williams, who 
wrote music for movies like Enemy of the State 
and Armageddon. 

So, when are we going to get to PLAY the 
hottest-looking game of ali time? Mr. Kojima has said 
that while the game system and engine are finished, 
another year still needs to be spent on detailing the 
story, and to do lots of tweaking. It’s going to bea 
long wait for Metal Gear fans. But as great as this 
game looks, and as much as everyone wants to play 
it right now, consider this: Kojima insists that the 
game will look much better when he shows it at next 
year's E3. Wow. — Chris Slate 


early pieces of con- / 
ceptual art for Metal 
Gear Ray. It’s actually 
two ings, one in the 
foreground andoneinthe | 
back. Its arm/wing ~~ | '. 
thingies help it to ~< - 

swim un ter. 









& Snake's such a bad-ass, he still looks cool in tights. The new detailed character model makes 
his character that much cooler. The muzzle flash on the gun is equally cool in motion. 
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Unfortunately, mum’s still the word on exactly who most of these guys 
are. We've got our own theories though, plus some new sketches that 
might offer up some clues. 















» During £3, Konami played the MGS2 teaser video 
at the top of every hour, on a giant screen at their 
booth. Just look at that sea of humanity, 








in? \ 1 fy My a : Revolver Ocelot: 
wal : : ) ‘| One of the few 
returning characters, 
Ocelot should play a 
major role. He has 
two hands again, 
but Kojima won’t 
say how. Liquid?: This guy looks a lot like 
a Snake, but is dressed much different- 
ly. Liquid Snake is said to be return- 
ing — could this be him? 





wend 
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Mystery Girl: She uses 
knives and goes up against rs, , a , Russian?: 
Snake in the video, but for 7 oa 4." This guy's got 
some reason, we’re betting y Ve a Russian- 


they end up on the same side. , Pan style hat, so 
ee a maybe he’s 
Russian. 


"aii. 





Actually, he ip =: 2 ites 
could also be iV, ah . f 
oh . : the Colonel Arie i & , ; « Snake can now look around corners, and can even 
= >i m& ™ : VY A, sont Bavelwar Node ao I | duck over and fire from around them while he’s 
ins y" ‘. a 4 yy ets manitevis. standing or squatting. 


Soldier: This is 
the standard guy 
that you'll get to 
take down over 
and over. He’s 
much — smarter 
. | : | | this time around 

Colonel?: We } *” ‘. f; ' t ' however, so 
have no idea who Ay OA] § 7 a you'll need bet- 
this guy is, other \~""| Aggy! ~ ar - Wm. ter strategies. 
than he might be “ae , : 
the “colonel” that 
Revolver refers to 
in the video (see 
the script). 


rca 





v Check out the amazing textures » This time, you can knock 
on these guys! They aren’t made enemies over a railing and 
up of as many polygons as a char- dewn to the floor below! 
acter from Tekken Tag, but you'd Snake can fall too, though, so 
never know it. you'll have to be careful. 





The lighting effects in MGS2 are on a whole new 
level, as this poor unsuspecting guard is just finding 
out first-hand. “Hey, nice muzzle flash — ARGH!” 





eles 








« The E3 video climaxes as Snake outruns explosion after 
explosion, until he reaches the deck of the tanker and 
engages in a firefight as the tanker continues to be oblit- 
erated. This music during this part is incredibly cinematic. 
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On Asahi TV in jacan, they: showed pic- 
tures of Mr. Kojima and his team doing 
research tg MGS2 in New York. It's s inter- 

esting to note what Kojima’s team is pho- 

tographing in these shots, since ‘they 
might appear in the game. 





idee Made Gk Wik aires ok Was Seok, 
where much of MGS2 takes — Is that ~~ 
wens" bomb map le 








‘The MGS2 team, photogra ing everything in 
sight. Looks like they gota “hac help fom Nev 


SERV SE es - Who's That t Lady? 


These shots are taken from a one-on-one duel between 
Snake and his mystery female opponent. She’s good with 
both knives and guns, and the battle seems to go all over the 
deck of the tanker. All of this happens while the ship rocks on 
the ocean, with waves splashing up on deck and rain pouring 
down. It all just looks SO COOL!!! 





Damn, doi’ rel me they blew up a real 
tanker...?! Nah, I’m sure thay didn’‘t, but looking | 
at the MGS2 screens, you can = wn this scene 
probably inspired. — 





Wha... — a Bradley fh vehicle? When 
does this come into play? Maybe the army sends 
‘em after a rampaging Metal Gear Ray...? . 
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These shots were all taken from the scene in the MGS2 video where Snake goes up against 
guards with riot control gear. He can’t penetrate their shields, so he has to go into first- 
person mode and aim under their shields to take out their legs. 


in this scene is amazing. Not only is it fast and frantic, but you can see how, even in the heat of combat, this game is all about creating good strate- 
gies. When Snake can’t penetrate their riot shields, he goes into first-person mode and aims down at their unprotected knees — brutal! 
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Cool Real-World Physics 


The main goal in making Metal 
Gear Solid 2 is to painstakingly 
recreate the real physical world 
inside of the game. The develop- 
ers want an unprecedented level 
of interaction with the environ- 
ments, so that players can basi- 
cally do whatever they want, and 
create an endless number of 
strategies that would really 
work. Here’s a tiny example: 













4 This is one of the most breathtaking scenes from the E3 video. Here we see Snake cornered behind a supply shelf, trad- 
ing fire with two enemy guards. The impressive thing about this scene is that everything on the shelf reacts realistically 
to the gunfight. Bags of flour explode in white clouds, bottles shatter, and fruit rolls off the shelf and bounces off the 
ground. At one point, Snake even sneezes at all the flour that gets stirred up! How’s that for realism? 





oom ae 


Here's a close-up look at the bottles being smashed. Depending on where the bottle is hit, it will react differently. If it’s 
shot at the bottom, it will crumple over. If you shoot it at the top, its neck will be knocked off. Shoot it in the middle, and 
it smashes right in half. So much physics power, just for a bottle — and there are hundreds of them in the game! 





Enemies can see 
your shadows this 
time, so you'll 
have to watch 
yourself. Also, notice 
how Snake’s image 
reflects in the floor...! 


Metal Gear Ray should be heads 
and tails above Metal Gear Rex 
from the last game. It can 
even swim underwater, 
which must be how it 
gets to N.Y. 














ee ee 

















— Thisisthe guy that —_. 
all the fuss is about. The 
good guys have Ray 
at the start of the 
game, but when 
terrorists take ° 
over the ship, 44 
hic ais ant 
lec Maslites| 








/ 
Metal Gear 
a a Ty 


Last issue we showed you the first con- 
ceptual drawings of Metal Gear Ray, the 
new weapon of mass destruction that 
everyone's fighting over. Now we've got 


the first up-close shots of this giant metal 
beast. Take a look! 




















_ Metal Gear Ray behaves much more like an 

animal, and it’s almost a sure bet that it'll end 

up stomping all over New York. If you look 

close, you can clearly see the word “Marines” 
on its outer shell. Hmmm... 















ee 





. Hate are a few extra ots that we _ 
_ ran last month. To make this the 
_ absolute one-stop up-to-date resource 

_ for MGS2, we figured we'd put in 
_ every scrap of material we've got. 





Snowfall over a black screen. The | 
Konami logo appears, as a woman |} 


sings an eerie-sounding song: 
“| stare at the stars, and the sky up 
above...” 


We see a giant tanker out at sea in 
the middle of a great storm. Waves 
crash up against its hull, and gale 
winds whip rain in all directions. 
Amidst the chaos, Snake appears 
on deck, energy crackling around 
him. It appears as if he’s either tele- 
ported here, or is maybe decloak- 


ing a stealth suit similar to the one 


the Ninja wore in MGS. 


COMiniG 
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Blowing stuff up 
never gets old, 
and in Metal 
Gear Solid 2, 


stuff gets 
blowed ys) 
REAL good. 





SNAKE: This is Snake. Otacon, can 
you hear me? 


OTACON: Yes, 
YOU. 


SNAKE: | made you wait, di 
now at the sneak point. 
OTACON: After Shadow Moses 
technological information on Metal 
Gear was sold in the black market, 
right? And then Metal Gear epigones 
spread worldwide. 


SNAKE: Metal Gear's no longer a 
Special weapon. 





it's me, Snake. | hear 
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You can’t move = 
around while in first- | a 

person mode, but it q 
allows you to aim.. : ~< 





Snake can now hide 
by hanging off a ledge! 








To go along with the MGS2 video script, here are some final 
shots of this beautiful game. Unfortunately, these shots 
were scanned from Konami press materials, and they were 
tiny to begin with, so they’re not the best quality, but they 
still give a good idea of what to expect in the game. Enjoy! 


OTACON: The new model was || you doing? 
designed to fight them. 
(woman): VVe've taken over all of the 
CAMPBELL (?): VWWe've obtained infor- | upper compartment. 
mation that the new Metal Gear was 
being transported secretly. | should 


have felt doubtful in the first place. 


Guy #2: Are they taking it over? 
They're after the controls. 


| 
| 
The scene shifts away from Snake, i 
as we see soldiers repelling down | 


the tanker. 


from a helicopter, taking over the 
ship by force. As this happens, we 
hear new voices, but dont see 
who’s talking... 


(woman): Who's controlling it? 


Guy #1: Only “he” has gone through 
VR training. It's gotta be him. 

Guy #1: Shalashaska has descended. 
I'm going into the hold now... How are 


i 
| 
Guy #1: Once we get it, we're sinking 


Guy #2: What are they planning to do? 
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Trouble at the bar. Check out how good the plant looks! Its leaves can get shot off in 
the middle of a heated battle, and you can smash every single bottle behind the bar. 








Guy #3: VVe're screwed if Metal Gear | 


falls in their hands. 

Guy #1: You promised to leave the 
unit after this operation. 

family. | have nowhere else to go. 
Guy #1: This is a country of liberty. 
The footage then segues into all 


action, as we see Snake infiltrate 
the tanker to a kick-ass version of 


the Metal Gear theme music. The | 


next bit of dialog comes near the 
middle of the video... 


Soldier: Who's that? 


The stranger gets the drop the sol- | 
dier and, at gunpoint, the soldier | 


lowers his rifle. He is then executed 
at point-plank range with a 


revolver shot to the head. The cam- | 


era shifts to reveal that the shooter 





is Revolver Ocelot. 


|| Revolver Ocelot: Comrade, you're | 
| sinking with the Colonel... 


| A message appears on the screen: 
(woman): | won't! The unit is my } 
“One day, MGS changed the world's 
| games. And now, the world changes | 
| MGS." 


| Next up is another row of action 


scenes, spearheaded by a kick-ass 
fight between Snake and a mys- 
tery woman who's good with 


this!”. 


music slows down to a somber 


| Written and Directed by: 
















Comrade, you're sinking with the Gotonel..... 


Revolver Ocelot is BACK! He’s one of the few surviving bad 
and he’s somehow replaced the hand that got sliced off in MG: 





eae 


During the video, Snake tosses 


something (an ammo clip?) to the 
other side of the room, which dis- 
tracts the guard long enough for 
Snake to roll by. 


This is the part of the video (see our 
MGS2 video script below) where 
Snake says “Otacon, this is bad.” 
What an understatement! It looks as 
if Metal Gear Ray is about to go on a 
city-wide stomping spree in N.Y. 





Character and Mechanical Designer: 
Yoji Shinkawa (Metal Gear Solid) 


(Enemy of the State) 


Kojima (Metal Gear Solid) 


The action picks up again, as Snake 


while more dialog is spoken: 
SNAKE: You're trying to take this? 


LIQUID SNAKE: Take? |’m having it 


we) 


| returned. 
pace, as we see sketches of Snake, | 
| the mystery woman, and then | 
|| (Snake? Liquid? Solidus?) drawn 
onto the screen. Also during this | 
|| time, credits appear: 


| still...!! 


The title “Metal Gear Solid 2: Sons 
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Comrede, you're 7 king with the Coloneéi..... 





OLN ky gn spas ASS dt hate eabt Anant 


— 

The lique ar nat 
back, with some ‘ 
example, Snake =< 





looking than he 


| of Liberty” then comes on screen, 


and for a few moments the trailer 


| appears to be over. But wait, 
i Music by: Harry Gregson-Williams | 


there’s more! We cut to a scene 


| where the Godzilla-sized Metal 
|| Gear Ray is wrecking havoc on the 


Hideo | tanker, smashing all over the deck 


with its giant metal feet. Snake, 
behind cover, makes the under- 


|| statement of the year to Otacon: 
| outruns a series of explosions that | 
rock the tanker. As the action con- || 
| tinues towards a firefight up on | 
|| deck, glimpses of Metal Gear Ray 

| swimming underwater are shown | 
knives. At one point, she throws a | | 
grenade at Snake and yells “Eat | 
The action continues to | 
build, until the words “MGS starts | 
again!” fill the screen. Then the | 


SNAKE: Otacon, this is bad. 


Then as the screen fades to black, 
we’re treated to one last tease: 


| LIQUID SNAKE: Long time no see, 
brother!! 


| SNAKE: You're!? 


| LIQUID SNAKE: Yes, it's me! 
SNAKE: What? You and Solidus are | 


| Can you believe we've got to wait 
| at least another YEAR for this 
| game?! GAH! 
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COoOMmMniG 


AuGust 2OOO 


‘wuwwWsDAILYRADAR.cCOm 


Publisher: Konami 
Developer: Konami 
Available: Late 2001 
Type: Action/Adventure 
# of Players: 1-? 


- The movements of the guards 
# of Discs: ? 


2 © are extremely lifelike, and — 
Not only do the flashlights look = add greatly to the realism. : 
= cool, but you can spot the guards by | 
» Liquid Snake ly their beams from far away. 
is almost a def- —— 
inite to return, 
after Kojima 
admitted _ it 
was his 
voice in the 


Unlike most games, 
If you get spotted, a good strategy everyone in MGS2 casts 
might be to pull out the biggest a true shadow, which 
weapon you’ve got — enemies will can be seen by other in- 
run for cover if their outgunned! game characters. 


" 


bdeapes 


Lad 


f 
| 


4 One of the major new additions in Metal Gear Solid 2is Snake’ s ability t to fire from a first-person ’ i 
want to hit a specific area. Here, Snake not wed fires a —— itizer at this guy' from = but he hits | 
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‘Tae Getaway 





> ince the huge success of last year's 
Driver, games combining city-based dri- 

ving with the seedy underworld of organized crime 
have been on the increase. Officially unveiled a 
couple of months back, Sony’s entry, The Getaway, 
keeps looking better with every batch of screens. 


Most impressive, however, is the fact that the © 


game's designer has said that these shots are 


ice will be a big 
ie of the game, 
u 


t you'll also get 
out on foot and 
commit crimes. 


title’s gameplay. Evidently, it'll be about more than 
escaping from cops, as your character (a former 
bank robber pulled back into a life of crime) will 
have to leave his car and move about on foot to rob 
banks, perform hits, and other criminal activities. 

Sony Europe still hasn't firmed up a release 
date for The Getaway, but we'll be sure to bring 
you one just as soon as it’s announced. 


3 
a 
: 


taken from a working version of the game. In other 
words, they're not prerendered. 

In fact, according to Sony, the finished version 
promises to look even better, once proper lighting, 
reflections, and other effects are implemented. Its 
developer, Team Soho, has also brought on a script 
writer and art director from the movie industry to 
make sure the final product delivers the Hollywood- 
caliber experience most PS2 games are aiming for. 

In addition to these latest screens, Sony has 

revealed a little more 
about the 


— Randy Nelson 


Publisher: Sony Europe 
Developer: Sony Europe 
Release date: TBA 
Type: Action 
Players: TBA 
Discs: 1 


» There’ll be at least 50 
different cars in the 
game, but you'll have to 
commandeer them in order to 


get behind the wheel. A The streets m 


> Depth of field 
rendering will be 
put to use fo create 
movie-style camera 
focus effects, 











be sparsely popu- 
lated now, but the final version promis- 
es to be teeming with traffic. 
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4 Downtown London has been accurately 
modeled for the game, from high-rises 
right down to street signs. 
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hen the PlayStation2 was_ first 

unveiled, Sony showed some tech 
demos that featured some rather impressive 
water effects. Since than, however, we have 
yet to see a game that takes full advantage of 
those effects. Fortunately, that’s about to 
_ change, as Imagineer readies the sequel to one 
_ of the most unique puzzle games of all time. 

_ Wetrix 2 \s very similar, in gameplay, to its 
_ older brother, but will get the full graphics over- 
_ haul that only the PS2 can provide. For those of 

you who have been in the dark for the last year 
or 50, the goal of the game ts to position falling 


A Meteors are a godsend, because they evaporate any nearby : 
water. This comes in useful when a pool is about to overfill. 
However, they also damage any land they hit, so be careful. 





4 Depending on how deep your pools are, different types of ani- : 
mals will show up. You'll see all sorts of strange creatures, 


including turtles, whales and rubber ducks. _ 


_ Otherwise, they'll run over. 








A These are water drops that must be placed some- 
where on the playing field. Obviously, you'll want to 
put them somewhere which isn’t filled up already. 


Publisher: TBA 
Developer: Imagineer 
Type: Puzzle 
# of players: 1 - 2 
# of discs: 1 
Release Date: TBD 


blocks in such a manner that it prevents water 
from seeping over the sides of the “playing 
field". Points are then awarded to you based on 
how much water you've managed to save and 
how many different pools you've made. Pretty 
simple, but extremely addictive. 

scheduled for a late summer release, 
Wetrix 2 will almost certainly be picked up for 
U.S. release. Who knows? Maybe it will end up 
being a launch game. 


— Stephen Frost 





4 Arrows allow you to raise the elevation of the 
land, so that you can hold more water. This is 
where the main challenge comes in. Do you make 
a lot of small pools or just one big one? 
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It’s all about the ieenaer 


» ver the past year or so, squad-based combat games have grown to become 





some of the most popular software on the PC. From Rogue Spear (which is - 
, coming to the PlayStation) to S.W.A.T., players just love to team up and take — 
on a common enemy. Now, it seems the craze is making its way over to the PS2. We . 


already know of three or four titles, the first of which will be X Squad. — 


since X Squad was designed with the PS2 in mind, it takes advantage of the cone s — 
ability to render large numbers of polygons and create beautiful special effects. Each char- 
acter sports around 5,000 polys, allowing for a lot of detail and unique style. And with 2,500 
motion captured animations, they'll certainly move around in a realistic manner. There's a 
chance that the characters will have facial animations, too, which would add to the realism — 


CoOMmIne 


qui 
hos ce ara Up so’ 
shield 


quinn a grea: 


Ni 


even further. Players can also expect to see a lot of fog, smoke, rain and other environ- raul 
mental effects that are unique tothe PS? Xho “ 
While it hasn't been set in stone yet, EA is trying to get a fourplve ae ede ae oo E 
in the game. This would allow you and three friends to team up and play through the adven- _ ees mae ins on 
ture together via four-way split-screen. Needless to say, that would add a whole new ae doesn’t seem like [7 
of fun to X Squad. Too bad that Sony's network isn’t up yet or you eee pow ae - po [ 
would be able to login and play with people all over the United - _ Publisher: __ side with the advan: 
States. Maybe we'll see that in X Squad 2. ‘Available: Fa we a 
Type: - advantage, settles | 





— Stephen Frost 


# of Discs: 


You’‘re not 


a Toles a to ‘say | 







the enemy Al is | if 
fo tp ae. 


effects like gona & the PC. The oe 
- PlayStation2 excels at pares etet af 
effects like fire, fog and rain. It’s | 

these little details that —— make 








Got the Skills... 





_ games shine. 
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into hi -res mode 


plays a big 


in the game, — 
ust a few days after we saw v the game : 


in action at E3, the crew at Volition got - 
their premiere PS2 project, Summoner, - 
running in the system's hi-tes mode — and the dif- 
ference is stunning, to say the least. While the game _ 


and each one is | 


accompanied 


and other spe-_ 


cial effects. ee 


looked good enough to begin with, the level of detail = 


has increased significantly at full 640x480 resolution. 


Previous slowdown problems have also been elimi- 


nated by locking the framerate at a constant 30fps, 
which seems to be more than adequate els a oe 
of this type. 

Beyond the technical advances made by i its devel- 


oper, we've managed to get an updated peek at the 
unique action-RPG mix that Summoner will offer 
when completed. As its title suggests, summoning 
creatures will play a big role in the game. For 
instance, if your party is in a particularly dire combat 


situation, or you must clear an area using more force 
than humans (or magic) can muster, you can call a 


powerful being to aid you. But you won't just sit back - 
and watch him (or her) do the dirty work — you'll 


actually be able to control them. 


The combat, whether you're controlling sum- 
moned creatures or human party members, all takes — 
place in real time and is reminiscent of titles such as _ 
Diablo. Adding some RPG-style depth to the mix, - 
you'll have access to a number of items, spells, and — 


other useful commands from a drop-down menu. 


rena 


& The game’s environments have also bene- 
fited greatly from the move to hi-res mode. 
Just B ib out the leaves on those trees! 


& You'll be able to control up to five charac: 
ters (including summoned creatures) in real 
time by switching between them i in combat. 


ve This screen es a | oneened: an ightir 
longside its human party members. The circle at its fe 
chemecter 


2 para that the 


the stead 


~  - £ 
eet pi aa aR Te 
, eae eS ae By. 
a] = af ae 
es : oe J 3 


Pewicd 


; _ Spell-casting / 
role — 


Sal ie eee Sn em 


- S any indication, ne game ee | 
: sii even better os the time its 


is ney unde 
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Enhanced Detail 


Na Navan tate} aut proue elan(oucueuialalipve malar miUlimer(@).cte.6) 
resolution, the amount of detail you can pick 
out on its characters and in the environments 
has increased dramatically. 


- The game’s characters looked good before, but 
now their features and subtle details (such as hair) 
are more easily distinguished. 





_ When there were these many objects on-screen 
in the old version, things got a little muddy-look- 
ing, but now it’s clear as day. 








Prpucne ree 


lion} 


PlayStat 











THE MONSTROUS STARSHIP, RED SUN. co-sTARRING p , : SELECT ABLE MISSIONS se WN DEEP SPACE AND ON ALIEN PLANETS. 
wiTH over 30 DEADLY WEAPONS PACKED FULL OF GRAVITY-SHREDDING FREPOWER. 
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hile the PlayStation has had tts fair share of quality first- 

_ person shooters, they certainly aren't what the console 

is known for. Even the availability of such quality titles as 

Disrupter, Quake If and Medal of Honor hasn't done much to increase 


a apne 


PlayStation2, this is going to change. We already know of at least 6 -7 
FPS for the 128-bit console and that number seems to grow every 
month. And while most of these titles are ports of popular PC games, 
there are some that were developed with just the PS2 in mind. 
Timesplitters falls into just that category. 


| uoOoS 


Nintendo64, Timesplitters is a FPS at its most basic. It was designed 
to be easy to get into and enjoyed by anybody who owns a PS2. There 
is no steep learning curve to get over or complex controls to master. 
_ In that regard, it's very much like an arcade game. You just run around 
_... and shoot everyone you see. Obviously, there’s strategy that can be 
2. am, taken advantage of, but this is very 
, ““e, much an adrenaline-based, itchy 
a — sort of ride. And 











Here’s 
another good 
example of the large number of ene- 
mies you can have onscreen at any 
given time. You can see eight, but 
there are instances where at least 10 
have been seen at one time. 


guys shooting at you. 





Split-screen fiction 


bu ‘The ee dhew of this game will aes ies its ciel su 
two players (cooperative/deathmatch) or plug in a multi-tap for some 
there are going to be plenty of games modes to choose from, such as capture-the-bag and last 
stand, none of you will ever get bored. 





From the creators of Goldeneye... need we say mo e) 
the popularity or size of the genre. Fortunately, with the release of the 


Developed by the same guys who made Goldeneye on the 


"Along with the speed, Timesplitters 
-_ “4 else arelswesve a aloe Olam lalowm elkelaticsoium fe] ait 
i ae effects we've yet see on 
PlayStation2. In fact, you tend to get 
so mesmerized by them that you 
sometimes miss those pesky bad 





ur-player fun. And since 
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what a ride it looks like it's going 7) be. ue 
What's most impressive — Else Timesplitters 
aren't the graphics (which are beautiful). or the Ock- 
solid gameplay... it’s the framerate. This. game flies 
by at a blistering 60fps and never stops for a breath. — 
Now, you're probably remembering that most PS. 
titles run at 60fps. What's the big deal, right? Well, : 
the deal is that it always runs at 60fps, no matter how: an 
enemies are on-screen or how many players you | 
against. Now, that’s | — eee 























there's guaranteed to be a ee quantity od o 
very happy gare < come e October 26th. 


nals) 


_ Amajority of the weapons inthe game Notice how the light from the street 
are energy-based, so you’re constantly lamp reflects off of the gun smoke on the 
awarded with a light show of some sort ground below. Sometimes it’s so blinding 
or another. Just don’t cross the beams. that you can use it to your advantage. 





oF ‘to Cc on 
= tne easy pon ;. 
: sagen’ mode, — 


enemies in just tow 
_ minutes. — T nen, play 
: pissin enue ee 





ted ga 
2 Timesplitters, : 
: ranges will h 


- You can play one or 


mg 
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CRITERION 
STREET RACER 
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hown behind closed doors at E3, this untitled city-based racer from UK- 



























































based Criterion Studios caused quite a stir. Not because it was a com- | Z 
plete surprise or looks great, but because it was taken from concept to playable Thanks to the anti- oral’ 7 irl 
form in only six weeks by a programmer fresh out of college. | | naetbeeed. you'll be coi “a Th 

Criterion attributes the ease of development to the newest version of its form far out tricks such as this hand- os 
RenderWare game engine, which is responsible for the highly detailed cars and eer iaeiihitetalin, a5 
expansive city environment you see in these screens. Given that this is based on « Bi 
only a month and a half’s worth of work, we can’t wait to see what the finished ' 
game will look like. 

As with its other PS2 title, Stunt Squad, Criterion has yet to set a release date a 
or publisher for the title. You can rest assured that we'll have info on both for you 
(including a name) just as soon as possible. 

— Randy Nelson Traditional tricks, such as rail 
grinds will be possible, but 
expect the real emphasis to be 
Publisher: TBA __ iT on crazy gravity-defying stunts. 
Developer: Criterion Studios ; 
Available: TBA 
Fg ce rg oming from the same team that produced TrickStyle on 
# of Discs: 1 Dreamcast, Stunt Squad features the same high-tech motif, but is ra 
planned as more of a futuristic extreme games challenge than a traditional a 
racer. Once again, the game looks to spotlight individual character personal bed 
ities, but Criterion is keen to stress that this isn't a sequel by any means. In a? 
this game, the focus will be on performing tricks (grinds, jumps, flips, and — 
A the | cars look great, but what's really | 50 0M) for points. | : 4 
impressive is the sheer scope of the city- These early screens are enough to get anyone excited, but it'll be a good = 
Renee exritronenen ny re driving hn while before we see more on the game. c 
Criterion has yet to set a release publisher: TRA = 
‘@ E ites) ) j Developer: Criterion Studios } 
<3 _fven tl ie ible slr fos pla date and a_ publisher has not Perales AW 
Ghhacte dee cnecay looking good. been announced. Type: Action 


# of Players: TBA 
# of Discs: 1 


— Randy Nelson 


Fusion GT 


porting a distinct anime-inspired visual underwater. Eight different aircraft are planned, 
style, this game aims to break from the — each with their own speed, armor, and handling rat 
high-tech racing formula set out by games such as __ ings. There'll also be ten power-ups to acquire, such 
Wipeout by enabling drivers to deviate from the pre- as missiles, shields, and power boosters. 
set course to find shortcuts and ditch pursuing Fusion GT also promises to be one of the first 
opponents in its sprawling environments. PS2 racers to eliminate pop-up on the horizon, mak 
You'll want to stay on or near the power band __ ing for a virtually unlimited view distance. Even in its 
_ that signifies the course most of the time though, — pre-release state, the game is running smoothly, 
because the closer you are to it, the faster you'll go. with great explosion and weapon effects. Crave is 
These energy routes will wind through eight — planning to get the game out in time for PS2s 
~. courses and offer roller coasterlike drops, | October 26 launch, so keep a close eye on this one. 
hairpin turns, and vertical climbs between 
mountains, trees, buildings, and even — Randy Nelson 











4 Some of the vebiehen are more air- / _ 
lane-like that others — this one /“ 
jooks straight out of Macross Plus! 


: 
| 
} 
j 
. 


® You'll be 
able to wind 


>» You want to stay as close to the blue through cliffs, 


power band as possible. The further away 











be 
i 

you get, the slower you go. building . gi be 
-_ avoid oppo- - 
nents, but you j 
» Each vehi- can also col- 
Publisher: Crave cle has its own handling, lide with the f 
Developer: Gust speed, and armor attribut- re : 
Available: Fatt es. You'll be able to pick up Ke ' 
Type: Racing Saini a variety of offensive and ~ z = 
# of Players: 1-2. nie defensive weapons as well. * 
# of Discs: Vo _ J 
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Game 


“Cliff's 


5 


This is the 


Summary. It’s 
kind of like 


Notes” for 
all you lazy 





With our Replay Chart, you can see the potential lifespan of a game at 
a glance! Some games are great fun at first, but quickly wear thin. 
Others are tough to get into, but really take off if you stick with ‘em. A 
5 means that you will be playing it non-stop, while a 1 means its prac- 


These are the categories that we think are most 
important when — a game. Each is rated on 





e here at PSM want you to know that we take 

Our reviews very seriously. Just like you, 
we ve been. burnt before by bad games (and these 
days, it ain't so easy to get the store to take ‘em 
back!). So when we sit down to review a new title, 
we look at it like this: if we had just shelled out fifty 
or so hard-earned bucks for the game, how satisfied 
would we be? 

To summarize a game's overall worth, we use the 
traditional “five-star” ratings scale. If we give a game a 
full five stars, It’s our guarantee that you can't go wrong 
with it, So go out there and pick it up! 


A PlayStation classic that no fan should be without. 
A can't-miss game, no matter who you are! 


A really well-done game. If you're a fan of the genre, 
you should definitely check this one out. 


A pretty good game. It has its share of rough spots, 
but it has some redeeming qualities, as well. 


Maybe worth a quick look if you're a diehard fan 
of the genre or license, otherwise, don't bother. 


Don't even make eye-contact with this one— 
its not worth one second of your time. 
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hese are our ratings for 

some of the games released 
over the past several months. 
Check ‘em out for any titles you 
may have missed! 


| Alundra 2 


Armored Core: Arena 


| Army Men: Sarge’s Heroes ¢ 


Colin McRae Rally 4 
Colony Wars: Red Sun € 


| Countdown Vampires 
| Covert Ops: Dawn 


Crusaders Of Might And Magic 
Deception III: Delusion @€ 

Die Hard Trilogy 2 

Eagle One: Harrier Attack © 
ECW Hardcore Revolution & 
Family Game Pack @€ 


satis in the closet. 


Fear Effect 


Fighting Force 2 

Front Mission 3 

Galerians 

Gauntlet Legends 

Gekido 

Grind Session 

Hot Shots 2 € 

Hydro Thunder 

Jackie Chan Stuntmaster € 
Jojo's Bizarre Adventure 6 
K-1 Grand Prix @€ 

Kurt Warner Arena Football @ 
Marvel Vs. Capcom 
MediEvil || 

Micro Maniacs 
Misadventures Of Tron Bonne 
MLB 2001 € 

Mobil 1 Championship 
Mr. Driller 

NASCAR Rumble 

NBA Shootout 2000 
NFS: Porsche Unleashed 
NHL 2000 € 

NHL Rock The Rink 6 


Nightmare Creatures || 61/ 
OQ*bert & 

Railroad Tycoon II @ 

Reel Fishing Il 1; 

Road Rash 2: Jailbreak 
Rollcage Stage || GOO 
Runabout 2 & 

Silent Bomber OOO 
Silhouette Mirage O00 


Sosa's High Heat Baseball O@ 


Spec Ops: Stealth Patrol G&S 


Speed Punks & 


Star Wars: Jedi Power Battles @€ 


Street Fighter EX2 Plus 
Street Sk8er 2 O€ 

Strider 1&2 O@¢€ 
Superbike 2000 
Syphon Filter 2 @«€ 

Test Drive Le Mans 661/ 
Vigilante 8: 2nd Offense 
Vagrant Story OOS 
Vanark 

Wild Arms 2: Ignition 
Worms Armageddon 
VWF Smackdown @3€ 












It's great to finally see a 
surfing game on PlayStation — 
too bad it couldn’t have been 
a better one. 


) iven the success of snowboarding games in recent years, It seems only 
) natural that surfing would be given the videogame treatment sooner or 
later. Unfortunately, the first offering out of the gate, originally released in Japan 
under the title Big Wave Surfing, is more like its 8-bit predecessors than the immers- 
ing experience you would've thought PlayStation capable of. 

From the moment you begin paddling, Surf Riders isn't exactly player-friendly; 
simply getting to your feet on the board can require countless frustrating attempts, 
even after you've studied the control scheme in depth. Control is further affected by 
the fact that, despite the game being an ideal candidate for analog control, the Dual 
Shock’s sticks aren't supported. As a result, the minute board adjustments neces- 
sary to simply stay on the wave must be tapped out so gingerly as to be nerve- 
wracking. Even the simple act of jumping into (and landing) aerial tricks is made over- 
ly difficult — there just never seems to be any set timing to it, no matter how many 
times you try. As for landing, you'd better have your board pointed directly down the 
wave, or it's wipeout city. 

Visually, the game certainly doesn't embody the kind of stuff we're accustomed 
to in the fifth year of PlayStation. While the wave effect is adequate, your surfer 
looks more like a stick figure than someone actually hanging ten, and there's 
absolutely nothing (except maybe some generic brand of surf music) in the way of 
real atmosphere. 

Surf Riders does offer a nice variety of wave types to tackle (small to massively 
tall) in five locales and a decent selection of boards, each with their own “handling” 
of sorts. And it's certainly a unique experience on PlayStation — at least for the time 
being. Beyond this, however, the difficulty of control and overall lack of cool-looking 
things to do once you can stay on your board add up to an experience that's shallow 
at best. If you've been absolutely dying for a 3D surfing game, this one might be 
worth a shot... most would-be videogame surfers, however, will want to keep wait- 
ing for the big wave. 
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PSM ote BREAKDOWN 


UND 


CONTROL i 


INNOVATION 


A UNIQUE, BUT SHALLOW, EXPERIEN 
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Who Wants Io Be A Millionaire? 


REGIS PHILBIN ON THE PLAYSTATION? 


ased on the amazingly popular television game show of the same name, 

Who Wants To Be A Millionaire puts you into the hot seat and challenges 
your knowledge of world facts. Basically, Regis will ask you a question and you'll 
have to select the right answer from the four that appear on-screen. Get stuck and 
you can use one of your lifelines to help you out. You've only got three,though, so 
use them wisely. With each question you answer correctly, you move one step clos- 
er to the coveted $1 million prize. 

Now, considering how simplistic the premise of this game is, it’s just amazing 
how many things are wrong with it. In fact, there are so many problems that we 
don't even know where do we begin. The box says that this is a two-player game, 
but it isn't really. The only time that you can actually compete with an opponent is 
during the short “Fastest Finger” round at the beginning. Whoever loses |s forced 





Which of the following candies is 
traditionally fruit-flavored? 


<0 C:Reese's Pieces 





Doesn't this exciting screen 
shot just scream out “Hot 


(Ri) LIFELINES Gaming Action!’? 


to just sit there and watch while the winner gets to try for the big money and we all 
know how fun that can be. Actually, watching someone play this game wouldn't be 
so bad if it didn’t take so darn long to get through the questions. Regis just goes on 
and on, talking about virtually nothing, whenever a question is answered correctly. 
And you can't skip past him. To makes matters worse, you'll hear a lot of the same 
speech repeated over and over and over again. The same goes for the questions 
that Regis asks. While there are supposedly over 600 of them, the game doesn’t 
randomize them very well. We saw some of the same questions reappear several 
times, but with different dollar values. For example, a $200 question one time 
showed up later on as a $32,000 question. What sense does that make? 

lronically, the main problem with Who Wants To Be A Millionaire is that it does- 
n't really cater itself well to being a videogame. You can have a lot more fun by just 
watching the TV show. Even from a mainstream gamer perspective, there just isn’t 
that much enjoyment or long-lasting appeal here. It's not like you're actually going to 
win any money by answering these questions, so why bother? Do something more 
productive with your time, like perfecting that Regis Philbin impersonation. 







isF HOUR 11ST MONTH 12ND MONTH 


GAME * SUMMARY 


Ax SIMPLISTIC INTERFACE MAKES GAME EASY TO GET INTO Y LOTS OF REPEATED SOUND SAMPLES 
A. YOU CAN INCREASE YOUR KNOWLEDGE BASE TAKES FOREVER TO GET FROM ONE QUESTION TO THE 
WIT JUuST ISN'T THAT MUCH FUN 


LED? JST WEEK = J2ND WE 


WHO WANTS TO PLAY THs er | 
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Square EA LLC 


ifiave a feeling | have lost — 
someone very dear to me... - 





Squaresoft 


Nothing is as it seems in 
Chrono Cross, so you'll have to 
solve many a mystery. 





hat would you do if you stumbled t 

me Centical to your own? How would you react if you discovered that you had 
died | in another life? For Chrono Cross‘ hero, Serge, he must face these questions 
and even more ghastly complications. Plot twists, melodrama and, of course, the 
-_" numerous subquests Square is known for all make up Sure- 


upon an alternate world almost exactly 


ESS — 


ly one of the most engrossing and cleverly constructed 
RPGs of the year. 
For the countless avid fans of the original 
(Chrono Trigger on SNES), Chrono Cross deserves a 
disclaimer. Though it shares 
y some elements with the first game 
in the series and it supposedly 
takes place only a few decades 
after the close of Chrono 
Trigger, there's only a handful 
of connections to be made 
between the two. While this 
may serve as a stumbling 
block for those looking for a 
strong bond between the 
two, CC manages to shine 
on its own accord. 

With a clever battle system that 
incorporates elements that can be equipped 
M\ and used as "spells" in combat, players must 
physically attack an enemy in order to build 
up the element ‘levels’. 
While the engine simply 
mimics the "force" sys- 
tem found in many other 
RPGs, its execution is 
intuitive and creates a 































Serge finds that 
| he’s lived in an alter- 


native world, and 
that he had died 
there. Strange... 


| W Fans of the anime, Escaflowne, may recognize the 
character illustrations of Nobutero Yuuki. 


















level of strategy and innovation that drives the game. Add to this an elemental field 
feature that increases or decreases the damage sustained from certain spells and 
you have one very dynamic combat system. 

But at its heart, CC tells a complex tale of fate and destiny that will have players 
scrambling between different a handful of different time periods. While the stag- 
gering amount of playable characters (there are 40 in all!) can be seen as a drawback 
to the fluidity of the tale, ultimately it’s Square's masterful production quality of CC 
that wins the fight in the end. Gorgeous cinemas, countless alternate story paths, 
spot-on translation and dialogue (could do without the weird accents, though) and an 
attention to detail that you can sharpen a Stick on all combine together to make an 
RPG that is sure to be remembered. Don’t miss out on it. 
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Gorgeously detailed 
environments abound 
and you'll have 
to search them 
meticulously 
for goodies. 


High quality cine- 
mas give you a 
good idea of the 
spirit of the characters 
within the game. 


Combat is 
where it’s at in Chrono 


definitely 


Cross. Spells are simply 
amazing at times. 







Take 2 Interac ve 


Eat 


Action 


Sy isahosehn 





Fighting bad guys and picking 
up tokens... Just another day in 
the life of a Grudge Warrior. 


: p cts make this crystal clear right from the start. We love Take 2 Interactive's 

I new Strategy of selling first run PlayStation games for less than $10 a pop. 

At that cost, we could pick up a game or two without really bruising our budgets. 

However, even at this incredibly low price, Grudge Warriors simply doesn't feel like 
a good deal. 

The reasons for this are many. For starters, the gameplay is rather skimpy, and 
won't keep even the most attentive gamers playing for long. The action is a blend 
of Twisted Metatstyle car combat, and Tomb Raiderstyle exploration. Players must 
destroy a team of bad guys, and at the same time explore the game's massive envi- 
ronments to solve each level. The problem is that the game doesn't manage to 
make either of these gameplay styles very fun, and we end up with the worst of 
both styles. 

It bares mentioning that the exploration aspect of this game is only a near miss. 
At times, you can really see flashes of cool level design in the single player game. 
However, most of these moments are offset by frustrating moments of instant 
death and learning by failure. This is unfortunate, because if this game had only 
focused on vehicular exploration, It would have had potential. 

This lack of fun is most noticeable in the two-player mode that lacks any real 
compelling playability. Those who choose to invest the $10 bucks for this game will 
be best served to stick with single player action and leave their multiplayer needs to 
another game. 

Like its gameplay, Grudge Warriors’ other features wallow in mediocrity. Forget 
about the audio and visuals now, because you'll never remember them after the 
game. The music is by-the-book bland, and the graphics make this title look like any 
of a hundred other nondescript first generation PlayStation games. 

When all is said and done, we simply can't find any real reasons to recommend 
that you purchase this game — even at its amazing price point. Hopefully, in the 
future, we'll see more quality bargain titles like Spec Ops, and fewer sub par bargain 
games like this. 
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INN OVATION 
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Save YOUR S10 FOR SOMETHING ELSE 
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Koudelka 


PREPARE FOR ONE TWISTED AND VERY DARK RIDE 


FS) s the videogame industry continues to grow and more and more titles are 
released, there starts to be a noticeable blurring of genres. Developers are 
getting more creative and combining elements from several genres in an attempt to 
create a unique gaming experience. Koudelka is a perfect example of this, as it takes 
the exploration aspects and overall feel of a Resident Evil game and mates it with a 
strategy-based, RPG-style combat system. And what a great mating it is. 

Spanning four packed discs, the game unravels the story of Koudelka Lasant, 
who has been dawn to the Nemeton Monastery. Teaming up with two other char- 
acters she encounters, Edward and James, she makes her way through the 
monastery in order to find the origins of the monsters that dwell there. Without 
spoiling too much of the great storyline, there's also a major mystery to be solved 
and a couple of major surprises to discover. The game has a very dark, macabre tone 


Infogrames 


Action/Strategy 





Stranger than an Addams’ 
Family Reunion, Koudelka 
uces us to a very bizarre 

a of characters. 


which should appeal to you horror fans. 

Visually, Koudelka doesn't hold back any punches. Characters are very well- 
detailed and the prerendered backgrounds are easily up to the quality of Capcom and 
Square. The way the lighting and shadows are handled really does add greatly to the 
atmosphere. You'll get scared just walking into some rooms, much less running into 
monsters. That's not to say that the monsters aren't that scary, because they are. 
We can't think of a game that has a more twisted and disturbing cast of creatures, 
and that includes Nightmare Creatures 2. 

Random encounters are the status quo in Koudelka. However, the combat sys- 
tem is more like Vagrant Story than Final Fantasy. It's all still turn-based, but you can 
maneuver your characters around a grid-based area in order to get the best posi- 
tioning. You'll have to learn strategy by simple trial and error. Win a fight and you earn 
points that can be used to increase the attributes of your characters. 

Those of you out there who are into strategy RPGs, like Final Fantasy Tactics, 
should definitely give Koudelka a try, as it certainly has a lot to offer. Just keep in 
mind that a majority of the game plays a lot like Resident Evil and you'll be ready for 
one dark but truly enjoyable journey. 
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GAME * SUMMARY 


A GOOD STORYLINE WITH PLENTY OF SURPRISES A. ABOVE-AVERAGE VOICE ACTING 
A. BEAUTIFUL BACKGROUNDS AND HIGHLY DETAILED @ BATTLES CAN GET A BIT TEDIOUS 
CHARACTERS © RAanoOM ENCOUNTERS OCCUR TOO OFTEN 


AL OLURE: 


KOUDELKA COMBINES THE BEST OF TWO GENRES 


ISTHOUR {ISTDAY. ~—s IST WEEK =| 2ND WEEK 
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had 


Ubisoft 


Action/Platform 


OE Pitas. 


: PONT 
© paratn -onnt as saad 


Rayman has all the classic 
abilities of a platform hero. He 
can jump and grab onto 
things, as well as climb any 
surface made of rope or vines. 
Not bad, considering he does- 
n’t have any limbs. 


ot 


m= BD ack in the early days of the PlayStation, a rather odd-looking, but lovable, 
Bee hero named Rayman appeared for the first oie e in his very own game. 
Independent nt strong willed, our little Rayman would have nothing to do with the 
world of 3D. He was perfectly happy with his 2D one, especially since it was So Col 
orful and featured plenty of parallax scrolling. Now, <aqeeed many years later, 

Rayman is all grown up and ready to take the first steps into the third dimension 
This time, our janet adventures revolve around a band of intergalactic pirates 
who have somehow managed to take over the planet. With his friends all captured, 
it's up to Rayman to _ ee them, thwart the pirates and valin that multi-year endorse- 

ment contract from Nike. OK, so that last ee isn't true 

For this sequel, Ubisoft worked hard to create a new game engine that could 
handle the hand drawn graphics and large environments of Rayman’s world. Also, 
a lot of time was spent making each of the game's 50 levels feel unique. And it 
shows. There's just SO much variety here, graphically and g ea vise. One 
moment, you're exploring a sali cave; the next, you're water-skiing 

through a swamp. You never know what to expe ect, and that’ S wha 

Keeps /Ou playing 


a 





man h 


a : For the most part, Rayman has 
. 4 made the transition into 3D quite well. 
, . There are some problems that pop 






up from time to time, such as bad 

camera angles and graphical 

glitc hes, but they do little to spoil 
the enjoyment of the game. 

Control is also dead on, and 

benefits greatly from the 

DualShock controller. You use 

the left stick for movement and the 

right one for jumping and shooting. In 

. fact, the only real gripe that 

(£74 we have with Rayman 2 is 

( ~. that sometimes you're not 

quite sure what you're sup- 

posed to be doing. Also, explanations on 

how to defeat some of the bosses could 
have been a bit clearer. 

As an overall experience, though, 
Rayman 2 is wonderful. It might not be able 
to take on the likes of Ape Escape, but it easily 
caters to a much broader market. Almost any 
gamer, regardless of age or skill, should have little problem 





Look, Ma, no... uh... finding enough enjoyment and chal- 


limbs! Not having his ‘ : 
hands or feet sated . lenge in Rayman 2. And if that 


to his body doesn’t seem wasn't enough, the game also 

to impede Rayman one = 

bit. He climbs, runs, jumps includes a Special Bonus 
Level that's an homage to the 


and swings through his 
newest adventure. : 

first game. What more could 
you want? 








Pirates aren’t the only ene- 
mies that you'll be coming 
across. Expect to see a lot of 
traps and other mechanical 
challenges during your jour- 
ney to save the planet and 
your friends. 
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The level selection screen is very much out 
there. It looks cool, but it’s sometimes hard to 
quickly find the warp entrance to a specific level. 


THE BAYOU A simpler interface might have worked better. 
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At certain points 
in the game, you 
are given tips to 
help you out. Some 
are pretty obvious, 
while others are 
genuinely helpful. 
There are also a 
few that don’t quite 
make any sense. 


SOUND } 
CONTR GOEL ; 


INNOVAT 1 








Rayman has a lock-on 
system almost like the 
one found in Legacy of 
Kain: Soul Reaver. All 
you have to do is hold 
down the R2 button 
when next to an enemy, 
and you will always 
face towards him. 
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Finally, you can bring “The 
Guardians of Glonkmire” to the 
world... and you don’t need to 
know a producer to do it. 


® ell, if you have ever uttered this phrase (or something painfully similar), you 
ete Will hail RPG Maker as a messiah. The new offering from Agetec and ASCII 
is a game so generous and deep that you will feel nothing but love for a world capa- 
ble of bringing this title to your Playstation. Even if you haven't drooled over every- 
thing from Temple of Apshai to FF8, you'll find something to love here. 

RPG Maker allows you to create complex, engaging RPGs from beginning to end 
using an intuitive and well-organized interface. The beauty of It is in its simplicity. Like 
a text-based computer language, RPG Maker gives you basic tools that are capable 
of accomplishing a lot. 

The game creator is organized around two separate hubs: systems and scenar- 
los. Adjust the system data to create dungeons, characters, monsters and spells that 
can be used in multiple scenarios. Then craft them into a story, linking scenarios 
together with the Event Editor. Save it all to your Memory Card (or several cards, if 
you are creating an epic). 

The creator supplies tons of precreated characters, monsters, a sample RPG and 
scenario elements, but nearly everything is customizable. The menus offer all of the 
classic RPG transactions (talking to townsfolk, buying stuff, throwing down) and a lot 
of leeway to tweak the settings of each encounter. It even lets you design charac- 
ters, monsters and title screen art with the Anime Maker feature. The graphics are 
basic and spritey — nothing that will push the limits of your machine. But as story- 
telling tools, they are functional. One complaint: the Anime Maker is tough to use 
with the PS controller. 

All we suggest is that you make sure you have an RPG buddy before you pick 
this game up. You'll want someone to share in your creation, and vice versa. This 
game just screams for Dex Drive use. Find a community to trade games with, and 
APG Maker could have infinite playability. All in all, this is one game that's both 
immersive and fun, making it a must-have for anyone interested in creating their 
own games. The simple design and extensive features will virtually guarantee satis- 
faction from seasoned gamers and greenhorns alike. 
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Vanguard Bandits 


FOR GIANT ROBOTS, THEY'RE ACTUALLY KINDA CUTE 


V4 anguard Bandits \s basically your average, everyday, medieval strategy 
RPG, but with a twist — during battle, the characters pilot 25-foot-tall 


mechs called ATACs. The game's hero is Bastion, a young warrior who wants noth- 
ing more than to end the war that has consumed his country for his entire life. Early 
in the game, he discovers that he might just be able to accomplish that. The game 
will undoubtedly be compared to fellow giant mech strategy RPG Front Mission 3, 
but FM3 has a heavier, more realistic military feel, whereas VB, for all its strategy, 
feels more like the tales of King Arthur gone anime. , 

Two of Vanguard Bandits’ greatest strengths are its large cast of well-defined, 
cartoonishly designed characters (like the always hungry Barlow, and the hungry-for- 
Bastion’s-lovin' Reyna) and a well-told story that, while not Shakespeare, has its 
share of interesting twists and turns, (for instance, the emergence of the Sharking, 
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| Working Designs 
Human Development 


Strategy/RPG 


Totsave inflicted an 
injury upon mnt! 


Behold the evil Sharking, 


= - ae ye 
which runs on human blood! 


mB pathic fool 






an ATAC that runs on human blood. Of course, each ATAC can be customized and 
leveled up, and another interesting game element requires your character to main- 
tain the group’s morale, which, if too low, will seriously affect the plot of the game. 

Graphically, VB is plain but pretty, and while the mech designs are interesting, 
there's little sense of scale, so they look more like knights in armor than giant robots. 
Combat is much easier to get into than in Final Fantasy Tactics, but the battles as a 
whole are also far less challenging. There is, however, a branching storyline, and 
you'll have to play the game through sev- 
eral times before you get to see all 56 mis- 
sions and each of the five endings. Overall, 
Vanguard Bandits does a few things well, 
and everything else well enough to make 
a game that's fun, if not fantastic. 
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As in most strategy RPGs, attacks from the rear 
are much more damaging 
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GAME * SUMMARY 


A. GIANT MECHS ARE AN UNCOMMON RPG APPROACH © BATTLES AND GRAPHICS ARE BOTH TOO SIMPLISTIC 
A: PLENTY OF FUN CHARACTERS AND GOOD DIALOGUE W LITTLE STANDS OUT BESIDES CHARACTERS 
A. BRANCHING STORYLINE WITH MULTIPLE ENDINGS Y TONS OF GREAT RPG'S COMPETING ON THE MARKET 


A GOOD, SOLID GAME, BUT NOTHING INCREDIBLE 
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The backgrounds are often 
absolutely breathtaking, with 
swirling fog, glistening water, 
and rays of sunlight beaming 


through the clouds 
Sony CEA 


_ Sony CEI 


This Dragoon is ready to kick 
some serious Winglie butt! 
















If all bald eagles are this 
mean, it’s no wonder they’re 
an endangered species. 









)ou know, Legend of the Dragoon \s everything a 
great RPG should be. It's huge, (four discs!), It’s 
full of compelling characters, it has a solid story, both 
music and graphics are top-notch, and the battle system is 
Smooth and fairly deep. In fact, only a > Here’s a Dragoon in 
; - his human guise. 
few small things keep it from beINg Notice the stylish 
the perfect RPG. cape; perhaps hid- 
: ing his wings? 
The major problem, of course, 
being the fact that the game is basi- 
cally Final Fantasy with winged peo- | 
ple. Heck, the main character even looks like Cloud /# 
Strife. That said, Sony really did an excellent job, /f 


actually improving upon their source material y, 


With experience, you'll be able to remain a 
Dragoon for a longer period of time, a very help- 
ful thing during battle. 
















., 


times (for instance, leading man Dart behaves 
more like a hero than either Cloud or Squall). Ag 
Legend of the Dragoon begins with | 
Dart, a Courageous young man who's 
out to rescue his kidnapped friend, 
Shana. Along the way, he discovers 
he’s actually a Dragoon, meaning / 
that he can sprout wings, wield“ 
Nagic, fight better, and just 
basically kick more ass than 
normal folks. Moreover, dragons, once 
thought extinct, have resurfaced, as has an 
evil, Dragoon-type race called Winglies, and 
he still doesn't know why Shana was kid- 
napped. It turns out to be a looong story, 
and it reveals the only area where the 
game doesn't hit a home run: storytelling. 
It's a great plot, but it just doesn't suck you 
in the way FFVI/ did, and it really could have Next on Oprah: mon- 
sters whose moms are 
been told much more quickly. alien grays and whose 
Battles in LOD are truly a joy. They're turn-based, but dads are Godzilla — and 
; ‘ the people who love them. 
the action doesn't drag. You can chain attacks together = 
with timed button presses, and certain magical attacks 
can be amplified by button mashing. Each character and monster Is also linked to a 
certain element, with the usual effect. One complaint: you can't skip the spell 
effects. Granted, they're gorgeous, but they get old after 100 or so viewings. 
Which brings us (kind of) to the graphics. Wow. The backgrounds are stunning, 
and both characters and monsters are large and well-articulated. The visual design 
is erratic, but always amusing: the Dragoons themselves are beautiful, elegant, cre- 
ations, but we also fought a pink, newborn bird called an Exploding Chick, and (we 
Swear) a giant purple chicken called an Attack Cock. 
Sony hasn't reinvented the RPG with Legend of the Dragoon, but they've deti- 
nitely proven they can make a top-notch product. With a little more individuality, this 
series can easily compete with the classics that inspired It. 

















ONE OF THE BEST GAMES OF ALL TIME FOR PuaySran 
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= ~ reason, even when viewed at point blank range. Insectoid aliens routinely stick parts 
Armorines: Project SWARM, of themselves through supposedly solid walls. Best of all, occasionally you may 
even catch the graphics engine showing you something that actually doesn’ t exist 

in the environment. 

The game's control system is simply monstrous in its unfriendliness. The layout 
uses both dual shock thumbpads, as well as the regular and shoulder buttons, but 
in an incredibly non-intuitive manner. You'll be fumbling the controller around for 
quite some time before you even begin to get the hang of moving and shooting. 
Moving and dodging while shooting is just a nightmarish experience. You could 
Distinct Development forego the default controller layout, but only for one of three equally denies alter- 
nate layouts. 

Armorines isn't just a bad game; it's a downright terrible game. Stay awe from. 
First Person Shooter it unless your idea of fun involves having great mental anguish inflicted on yourself. 


A horrible framerate and 
chunky, choppy graphics do not 
a good game make... 


KILL THIS GAME WITH SOME SUPER BUG SPRAY INNOVATION 
ow! A horde of vicious insectoid aliens has attacked Earth with a single Ws 
purpose in Its collective hive mind: the annihilation of the human species. 
The death and destruction was tremendous, but all was not lost. Earth's military had 7 meee or li 
a secret weapon — the Armorines. A secret highly advanced fighting force, the istHOUR — fistbAY — fist WEEK = [2ND WEEK [1ST MONTH [2ND MONTH 
Armorines are basically Earth’s last hope for survival. As a member of this elite te 
force, you'll have to try to complete a series of mission objectives with the weapons GAME SUMMARY 
at your disposal. Can you save the planet? Does it even matter? This game deserves x EVERYBODY LOVES BLASTING BUGS TERRIBLY UGLY GRAPHICS...YUCK! 
to be stepped on. Av THE GAME USES BOTH DUAL SHOCK THUMBPADS NON-INTUITIVE AND FRUSTRATING CONTROL SYSTEM 
Armorines is basically a textbook example of bad PlayStation graphics. Ax START THE GAME WITH A GOOD VARIETY OF WEAPONS W VERY BLAND AND BORING GAMEPLAY 
Everything related to graphics that can go wrong in a game does go wrong in this 
game. The frame rate is smooth only in the best of conditions, like when you're AL . 
examining a wall up close. Otherwise, it jumps up and down like a herd of kanga- \ L i t « 
roos. Objects in the environment routinely appear and disappear for no particular ABOUT AS FUN AS WATCHING GRASS GROW 
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Cornet takes a shot Vv F 
at Broadway stardom itl, 

in the first ever 
PlayStation musi- 
cal RPG, 





Pm ell, as the first ever PlayStation musical, Atlus’ 
i. } Rhapsody may be a serious contender for cutest 
game ever. This lighthearted tale follows the adventures of 
Cornet, a winsome young lass who talks to puppets “e has a 
crush on handsome Prince Ferdinand. After a chance forest 
grove meeting with this dashing dreamboat, Cornet sets off to | Ve re tie See Se 
win the prince’s hand in marriage, accompanied by Kururu, her & \. Be . : cute song any minute now... 
endearingly tart-tongued fairy pal. k a 
Now, this being an RPG, Cornet's love-struck quest quickly 
draws her into conflict with those ever-ubiquitous forces of evil, 
in the form of a wicked witch and her pack of goonish cronies. 
Of course, you may be wondering how on earth an eleven 








Yes, the backgrounds are 








year-old girl and her fairy would stand a chance against hordes of slavering hell beast- 
ies. Well, it turns out Cornet’s puppet conversation skills are useful for more than 
just the occasional party trick, allowing her to amass a veritable army of cute side- 
kicks. Despite their less than menacing appearance, these wacky wooden warriors 
are more than adept at ass-kicking, possessing a huge variety of magic and weapons 
skills. The combat system itself is a joy to behold, a simplified riff on turn-based, 
Vandal Hearts-style fisticuffs, featuring some of the cutest spell effects ever to grace 
the PlayStation — flying pancake attack, anyone? 

Graphically, Rhapsody can compete with the best of Squaresoft’s 2D offerings, 
especially when it comes to the gorgeous hand-painted backdrops. Certain areas do 
get a little repetitive, but not to the point of ruining the game. However, as nice as 
the visuals may be, they can hardly compare to the sheer uniqueness of the 
Broadway soundtrack. Though by no means for everyone, there is a certain goofy 
appeal to watching tiny sprite-based characters burst into syrupy Disney-esque 
song. In the end, Rhapsody may not have much appeal for the hardcore action 
gamer, but for the rest of us, it’s well worth a look. 
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CUTE, ENGAGING, AND A WHOLE HEAP 
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ee gq to try playing Di fon World, you'd better make sufi 
underpants. See, some of these Digimon are so vicious and twisted 
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Curious characters abound 
in the world of Legend of 
Mana. Wish the main charac- 
ter was just as interesting. 


@ BW hen it comes to sequels, we've certain- 
y |\y begun to see our share of them on 
\. 
My PlayStation, especially when It comes to RPGs, 
® from the straightahead second coming of Wild 
_ Arms 2 to the continuous character-based tale 
_ told in Suikoden II. But what happens when 
, oquare attempts to bring its second US install- 
ment in the much beloved Seiken Dentetsu 
‘ (begun with Secret of Mana on SNES) series to 
y 32-bit life? 
First things first: throw away any precon- 
.\ ceptions you may have regarding the sequel 
) ... based on the original. Legend of Mana fea- 
y tures a whole new cast of characters, a 
\ brand new "Land Make" system, and a host 
<1IP be | ay ay of features that includes Weapons- 
Q v based skills. Gone are the three 
y= player function and the magic system, 
| replaced by a hit-or-miss two-player combat 
and a weapons-based spell system. Fighting 
| is action-oriented, with the player able to 
swipe, slash and hack at the enemy, 
depending on the weapon equipped. As you 
) continually use the same weapon and its ele- 





Rachel is 
just one character 
in a whole new 
cast that makes 
its debut in 
Legend Of ( 
Mana. 


fi 


‘4 attack or tackle), your character will gain spe- 

sx Clal Moves or attacks that can be used only 
when the specific weapon is equipped. The 
} idea is very cool, but the result in the game is a little 
slower to respond. The two-player function is most like 
that found in Square's recent Chocobo's Mysterious Dungeon 2, in 

that a friend can control the second character in the party, but only during combat. 

And this leads to Legend of Mana‘s main flaws: game design and storyline. The 
latter is pretty much non-existent, due to the scattered nature of the former. LoM's 
"Land Make" system allows players to obtain items called Artifacts and place them 
on a map in order to create dungeons and towns. Cool idea, but in the end, the sto- 
ryline and the continuity of the game suffers. Mission-based, players wade through 
a Tomba4ike series of objectives without a main common thread holding them all 
together. And the fact that the main character has no real personality of his/her own, 
players must rely on secondary characters to provide any emotional involvement 
with LoM's world. 

But all things said and done, for what LoM lacks in immersion or emotional 
investment, it does make up for in the sheer number of options, features and side- 
games. If you're looking for a light-hearted romp with bells and whistles, this is your 
game. If you're looking for an epic and intelligent tale, pick up Chrono Cross. 


| 





For all the skills and attacks you learn in the 
game, you'll end up mainly relying on button 
mashing during long fights. 


Lil Cactus 
is just one of 
the many strange 
charcters you'll meet 
in LOM. 






a 


Each type of fruit requires a 








@, certen amount and variety of 


From manning your own orchard to raising mon- 
sters that can fight alongside you, there’s plenty to 
do in the game. 


— 


The Land Make system is splendid in theory, but ends up 
being detrimental to the actual flow of the game. 


The proximity of each location to the player’s "home base" 
has an effect on the difficulty of the monsters within. 





NOT EXACTLY THE LEGEND MOST FANS WERE HOPING FOR 
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Threads Uf 





Square EA LLC 


Squaresoft 


RPG/Action 











Ryu’s ability to morph into 
all the different creatures he’s 
defeated makes every area 
new and interesting. 





Like Brave Fencer, ToF’s dungeons and landscapes are a lit- Ryu is the character to choose if 
tle on the simplistic side, but they look pretty damn good. you’re looking for a serious game. / Ff 





Mint’s skill with magic lets Instead of an overhead view, ToF ie id . 
A SHINY SPOT ON THE ACTION RPG FRONT. oa eee 





fter taking a quick look at some of Square’s 2000 lineup for we 
PlayStation and PS2, it’s easy to distinguish a discernable 


pattern. Square certainly isn’t just for traditional, turn-based RPGs ' 
anymore. From the mission-based active combat of Legend of 
Mana to the immersive dungeon-crawling of Vagrant Story, fans - 
are getting a slice of all the different sub-genres of roleplaying. “> ime = 
And as one of the first in the trend, Brave Fencer Musashi /@¢4 as 
served as a good representation of some of the different (79 
avenues that Square has been eyeing. | ) 

The spiritual successor to Brave Fencer has finally hit the ' % od 
shelves in the form of Threads of Fate (Dewprism in Japan) “ye 
and it appears that Square has improved upon every aspect ~™ 
found in the former for a highly polished package. As one of two dif- 
ferent characters, you're able to hack, slash and even morph your way through 
countless areas in order to accomplish very different goals. 

As Mint, the mischievous mage, you're on a mission to find an ancient Relic that 
will help you to oust your sister from the throne in a sort of slapstick, wacky adven- 
ture. The warrior, Ryu, has a much more serious goal: to discover the Relic in order 
to bring your beloved adopted sister back to life. All of this is told through near 
seamless polygonal graphics and some very impressive cutscenes. Some of the 
\, clipping and glitchy graphical problems found in Brave Fencer are 

now gone, replaced by wonderfully smooth textures and 
> more vibrant environments. 
ve d Y But the real kicker for Threads of Fate comes in the form of 
gameplay. Both Ryu and Mint each have their own unique 
Ws, attacks and abilities, which come in handy for all sorts of reasons, 
but most notably for puzzles and obstacles. You'll need to dig deep 
into your arsenal of skills in order to figure out how to pass 
through dungeons and mazes. Ryu's ability to morph into 
different enemies is definitely one of the coolest things 
about the game. 

If you add to this that the game feature two SEPA- 
| ) RATE adventures, Threads of Fate is even able to : 
» overcomes some of the over- simplistic dun ingeon ISTHOUR ‘J 1ST DAY [IST WEEK |2ND WEEK 11ST MONTH }2ND MONTH 


\ designs that threaten to keep it from appealing to [5 A bf E ie S Li Al MM A i Y 


A more sophisticated action RPG fans. While : 
p " | Ay CLEVER PUZZLES USE GAME FEATURES WELL W FIXED CAMERAS IN CERTAIN AREAS LIMIT VISIBILITY 


1 Ni | 
\ Threads of Fate is now here near the epic gra ndeur ‘4. SMOOTH, DETAILED GRAPHICS IMPROVED FROM @ GavepLay Too simpustic? 
of other titles like Chrono Cross, those enamored Brave FENCER 


; | Ly with Square's handling of Brave Fencer will defi- 
— , 2 ~~ Ff nitely find more than enough to love. 





















Choose Mint if you’re looking for more of a light-hearted romp 


through a wacky adventure, EIT HUH ea ac, SOUARE 








Hotice is hereby given to all interested parties. 


I CCM Pah ee a Ce eC) | | 
documenttobeknownas =~) consumer manifesto, The Game Experts now publicly state that 


you (henceforth within this document to be known as “The Gamer”) shall be entitled to all rights, privileges 





ss  pectacular service, fully-stocked, up-to-date, ahead-of-the-pack 
STILT ATU U TTT Tat acm Ti iret IT? EU ernore, ie Galen shall be olered tne ability 
_ reserve all the games and systems of excessively elevated temperatures, i.e.: Hottest. 
In addition to the previously mentioned assurances, The Gamers will from this moment forward be offeredthe =—S 
of all commodities in both a virtual on-line nature and a push-open-the-door in-store 
cr (MIS Nouce 10 The Gamer CONTINUES With a VOW Of) ey Sys lesen eat ae re: 
ype freee eT ary TR ae T yt ti) ei) MOPBOVer, Ie Gaile Experts Geclale 10 all Citizens inal 
sve Celve exceptional trade-in values on games and game systems. 
to outstanding trade-in value is a collection of superior previously-played, i.e.: used, games available for your legal 
pleasure and Tinancial Wel-oeing. Ine Game EXpers yoo Ems re yarn Ts 
gaming dreams of all Gamers who pass willingly through the entrances of over 550 
nationwide locations or through the magic on-line portal of gamestop.com. = 
draft of this document has been signed (in triplicate) by all Babbage's/Software Etc./Gamestop/Gamestop.com 


BXECULIVES, Managers, and Wel MOINerS, DENEVE IL. (es cya yyy mei ec yeysem enn) ete 
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— 4 OnvHAWK's Oy Hawk’s Winning | : 
7“ ~ |RunContinues & 


“Tony Hawk’s Pro Skater 2 is the much anticipated 





sequel to the best skateboarding game ever. With 


upgraded graphics, player modes and unique customiza- 


tion features, the new edition promises to surpass last y 





lon 


year’s performance as the number one game for the 
ne Playstation console of the ‘99 holiday 

TONY HAWK'S @& 

FO SKATER 


ul teat be tat 





Machine: PSX Publisher: Activision Genre: Action 
# of Players: 2 Release date: Summer, 2000 





me. Be 
SET 12 OF 1B; PIECE,S OF. 9:-TR} a cash 
Py ~ senor ‘“ ig 
Ge ACHES ef tS Sores 
i ieee =a ee GRECIAL : ae cecahon 
es 4 ti etl ee ~ ~ ~~ c waitar 





om Tony Hawk promises new po Players can create skateparks on . Better graphics and new moves 
“ parks, courses, tricks and skaters. | the fly using this killer skatepark editor. «pump up the already great gameplay. 


Your First Place For Games 


Reserve this title NOW atGamestop.com —_.. 
or visit us at any of our 550 stores nationwide. 





Intensify the gaming experience with 
yoo ooo SONY'S Dual Shock Analog Controller. 


pb 


Add some spark to your system i 
with Extender Cables by Nyko 


VATA ET aM Si lead B 





oftware 








Multi tap aOR 
Multi branchement 








METAKE YOUR GAME FURTHER | E i  e. 





The End 
Is Near 


(Which Ending Will It Be?) & 


“Chrono Cross has been 







christened the “Best RPG Creation” by its development 
team. With multiple scenarios cast along a single story 
thread, and many different endings, each replay can 
result in an entirely new adventure. In addition, a brand new 
battle system makes combat smooth and innovative by introducing an ele- 
mental field system and combo system that gives the player unparalleled 
flexibility in their fighting options. With character designs by a famed 
Japanese illustrator and music by the original Chrono Trigger 
| composer, Chrono Cross features visuals and sounds that bring 


its magic to life.” — DailyRadar.com 


Machine: PSX Publisher: Square Genre: RPG 
# of Players: 1 Release date: August, 2000 






_—* rere - - ~ : S 
~ Just stay on 
uour toes, ehi? 


oN a 





No-wait fighting sequences for . : Multiple scenarios with many branching ; - Explore a strange world and meet interesting 
smooth battle flow and flexible fighting options. . story lines that lead up to one main thread. ‘ - Greatures, but be alert. Danger lurks everywhere. 


-Your Direct Line aly 
“To Everything New 
_ Reserve the hottest new titles. aad : 


at Gamestop.com or at any 
= our 550 stores nationwide. = 








j Check out the Playstation 


SAVE 20% on the 
Strategy Guide with purchase _ Memory 120 Uncompressed 
of Chrono Cross 4 Silver by Madcatz 
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Witness The Dawn 





TENGHL 


BIRTH OF THE STEALTH ASSAGSING 









Of The Stealth] 
Assassins 


“Re-enter the secret life of the 
ninja in the highly anticipated sequel to the runaway block- 
buster, worldwide hit Tenchu. Tenchu 2 takes place 
before the events of Tenchu, when a coup occurs 
that rocks the House of Gohda. Three orphans raised and 
trained in the way of the ninja are called on to avenge the 
betrayal of their lord. Join the hidden world and live as 


they live: Move without detection. Strike without 
Live by Honor. Kill by Stealth. 


Machine: PSX Publisher: Activision Genre: Action 
# of Players: 1 Release date: August, 2000 





Wield real ninja weapons, from throwing 
stars to flaming arrows to blinding dust. 





Scale walls, run, swim, and a Carry out day and night missions 
breathe underwater using a bamboo reed. o- using 21 all-new stealth kill techniques. 











a a First In Line or On-Line 
Uo Buy newest titles on-line 
or visit any of our 550 
stores nationwide. 





SAVE 20% on this guide 
when you buy the game. 







SONY’S Dual Shock Analog Controller. 


Babbages: 


Intensify the gaming experience with 
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This list is meant to recognize the top stars in 
= this often overlooked category. After all, most 

{ize games play like interactive stories, and what's more 
important to a story than great characters? 

Smart game developers know that a great char- 
acter can mean the difference between good sales 
and a million-selling franchise. Of course, you still 
need to have a great, fun game, but the importance 
of a good character can’t be overestimated. 

While there is no one set formula to making a 

| great videogame character, there are certainly rules 
 €=© that one can follow to increase their chances. 
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number of considerations in mind (see 
our following column “What Makes a Great 
Character?” for more info on how we chose). 
Narrowing down the PlayStation’s top charac- 
ters wasn't easy, but there’s just something about 
these ten that really clicks with their audience — 
players really like these characters; they want to 
step into their shoes and live their story. So, enjoy 
the list, and be sure to let us know what you think! 
By the way, don't forget to check us out at 
www.psmonline.com for exclusive interviews with 
the creators of many of these characters! 
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rs: Avalon Studios 


ur main list focused on heroes, 


because that’s generally who we 
remember most — the characters 

we actually played as. But there have 
been plenty of classic villains on the 
PlayStation who also deserve recognition: 


SEPHIROTH 


First of all, this guy killed Aeris, which 
instantly made him the most despicable 
videogame villain ever. Plus, for such a 
skinny guy he sure looks like a bad-ass. 


THE NINJA 


Metal Gear Solid has the best cast of vil- 
tains EVER. Psycho Mantis, Revolver 
Ocelot, Sniper Wolf — every one of ‘em is 


_aclassic. We wanted variety in our list, so 


we chose the Ninja to represent them all. 
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TYRANT 


The Tyrant is the classic unstoppable mon- | 
ster. His raw physical presence adds an 
atmosphere of doom and danger that 
makes Resident Evil what it is. 


Bison still has the best “sinister grin” in 
the business. The Street Fighter storyline 
could use some work, but Bison’s amazing | 


look and unique moves have still man- @ 
aged to keep him as one of gaming's most @ 


memorable, vicious foes. 


This guy ripped off Raziel’s wings and cast § 
him into an eternity of torture out of sheer 
jealousy — how evil is that? 
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LENE LRERALELS 


“obody creates deep, well- rounded charac- * 
ters like the folks at Square. The Final Fantasy 

_ series alone has been the home to countless clas- | 
_ sic characters over the years. It was tough choosing | 
just one character to represent the series, but our gut. 
said to go with Squall. While he starts off as kind of a | 
. jerk, we find out that there’s a lot more to this guy. | 
Also, we'd pick him as our favorite lead hero over }; 
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4 é a . Fined Fantasy i is akoave about — 


| high drama just as much as it is high : 


| action. Squall was the lead character 
nm one of the best RPGs ever, and 
Ithough he started the game out as 
super-jerk, he softened up a = 
nough by the end. We can’t wait to — 


get to know the FFIX characters! 


I> It ‘halo a hana to heen an identifiable weapon. > Can any girl 
tame this sassy loner? (Sigh...) 3> That's a damn fine leather jacket he’s (» 















f all of the characters from every fighting 
game got together for one massive tourna- 
ment, somehow you just know that Ryu would be 
the one left standing at the end. He lives for the fight, 
and respects it. This is an action hero with honor. From 
a visual perspective, he’s perfect because he’s simple 
enough for anyone to get into, but has unique touches | 2 


Rs 






* _get =: 4> ss ore is Sevier fi one ) the more se 


ing game character ever, but that actual- 


ly works in his favor. He’s a character 
that almost anybody can pick up and 
dentify with — he’s the premier fighter. 


I> ak iscruilenten ties into his backstory with Ken. 2> His ripped 
sleeves also make him more unique. 3> His basic white gi makes him 
a solid acne character. 4> He eam his noes very serious. 


ho’s the toughest S.O.B. on the 
PlayStation? That’s what we're 
here to find out. There’s only one 
way to settle it, with a good ol’ fashioned 
PSM Battle Royale! The competitors are 
Duke Nukem, Solid Snake, Lara Croft, Gabe 
Logan, Ryu and Ken. If they all mixed it up, 
here’s how we think it would go down: 












As the battle begins, the competitors scatter. 
Gabe and Duke exchange fire, and Gabe, clearly 
the better marksman, manages to graze the 
Dukester. Fed up, Duke pulls out a massive 
hand cannon and obliterates both Gabe and the 
rock he's hiding behind. Hail to the king, baby! 
Turning around, Duke catches a glimpse of 
Lara just before she can get the drop on him. 
With one swift move Duke disarms her, and pre- 
pares to take her down. But, being the ladies’ 
man that the Duke is, he can't bring himself to 

















_ finished, Snake steps back into the shadows. 





strike such a sexy babe. Lara waves him over, 
and like a moth to the flame, Duke walks right 
into a massive kick to the groin. Duke's out. 

Ryu and Ken have been locked in one of their 
classic duels. Lara saunters up, taking her time as 
she loads her twin Uzis. Taking aim, she fires at 
the two Street Fighters who are still focused on 


each other. Suddenly, Ken and Ryu both turn 


towards their attacker and unleash simultaneous 


fireballs, which fry the incoming bullets on their 


way towards knocking Lara into next week. 
Alone, Ryu and Ken turn their attention back 

towards each other. It's a fierce battle to finally 

decide which of the two is the better fighter. First 


Ryu has the advantage, then Ken, then it’s a stale- 


mate. Finally, from out of nowhere they are both 
hit with tranquilizer darts, and it's over. Everyone 


_had forgotten about Snake, who disappeared into 


the shadows at the beginning of the fight. His job 



















|, Mlustration: Ryan Kinnaird 
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What can you get for under $10? 
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“A ereat new game for the PlayStation’ game console...” 





9. 99 YOU GOT GAME « $9. ay 


Choose stealth or all-out frontal assault as you lead your team of Rangers 
into combat against ultra-powerful terrorist units. 

Fight against time and huge enemy forces in global terrorist hotspots. 
An arsenal to choose from including night—vision goggles, sniper 
















oe eee. id ‘ 2 hy wes rifles, machine guns, tripwire mines, grenades, shotguns, and more. 
ee on WAL Hi PAT ROk be a] | Two player split-screen battle mode. 
Wey bra | 3 | a | Lead your team with guns blazing or silently under the cover of darkness 
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Tournament-style Challenge Mode, free-wheeling Free Mode, and an Extra 
bonus Mode is available. 

Lure Action Gauge (lure movement status meter) allowing the player to 
monitor lure movement easily. 

Enjoy watching fish (up to five heaviest) you brought back in the 
Aquarium Mode. 

Five diverse lures are available at the beginning, covering a wide range of 
water conditions and lure movements. More lures will be available as the 
player gains experience. 

Wide variety of “lure action" possible to attract bass, with some lures 
requiring retrieving or rod movements only while others requiring skillful 
combination of the two. 
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| Sg. YOU GOT GAME $9.99 


EXPLORE THE DARKSIDE OF THE PLANET. 

Year 2018. On Vita 1, a base constructed on the face of Mars, man searches for evidence of 
bacterial life beneath the frozen surface. During the excavation, a giant sarcophagus opens 
into a vast and ancient necropolis. Soon after, all communication with Mars ends. 


Reason for breakdown of transmission: unknown. 
Fate of Vita 1 base: unknown. 








Through the complex, layered plot follow three investigators 
sent by Earth Control to assess the situation on Vita 1. 

Dozens of treacherous subterranean city caverns to explore. 
Non-linear puzzle structures challenge you at every turn. 
Strange and violent creatures stalk you constantly as you 
| seek answers to the disappearance of Vita 1’s staff and the 
mystery of the ancient Martian necropolis. 
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GRUDGE WARRIORS 


THERE IS NO SUCH THING AS FRIENDLY FIRE. 
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OF 23 mission battle arenas. 
al 11 ruthless and unique gangs + the Final Boss to compete against in battle. 
Each level is loaded with secret areas, hidden power-ups and dozens 


of non-gang opponents like attack droids and robotic gun turrets. 
Head-to-head 2 player split screen combat. 

Dozens of power-ups including invulnerability, invisibility, double 

damage, guided missile jammers, nitro boosts... 

" An arsenal of destructive weaponry including shield-draining bombs, 
April 2000 energy mega-bolts, corrosive gas bombs and mini-thermonuclear warheads. 
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* Suggested Retail Price=$9.99. 

©2000 Take-Two Interactive. All rights reserved. Take-Two Interactive Software, Inc. 

and the Take-Two logo are registered trademarks of Take 2 Interactive Software, Inc. 
Spec Ops & Zombie are trademarks of Zombie Software Incorporated. Grudge Warriors 
is a trademark of Take 2 Interactive Software and Telstar Electronic Studios Ltd. Martian 
Gothic is a trademark of Creative Reality, Ltd. PlayStation and the PlayStation logos are 
registered trademarks of Sony Computer Entertainment Inc. The ratings icons are 
trademarks of the Interactive Digital Software Association. 
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» e’ve covered Dino Crisis 2 in 
’ past issues of PSM, but cer- 
tainly not this deeply. This month, 
Capcom was kind enough to send 
us the DC2 demo that was shown 
at this past E3. While not that long in 
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This screen is just a mock-up, but 
it was good enough to catch our 
attention at E3. Hitting the START 
button, we begin the adventure. 


The game opens with a dialog 
between Regina, the heroine from 
the first game, and Dylan, a spe- 
cial agent with a taste for pain. 
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Action/Adventure 
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length, the demo reveals the 
we two lead characters and sev- 
7a%— eral of the main enemies 
that will appear in the final 
game. So, without further delay, 
let's jump into the action... 





So far, so good. There aren’t any 
dinosaurs to speak of... yet. 
Proceeding along, Regina picks up 
any items that are nearby. 


Using her energy wand, Regina 
manages to open up a back 
entrance to the complex. She 
enters and prepares for the worst. 
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The complex starts out looking 
really hi-tech, but that will change 
soon enough. Most of the game is 
spent in the jungle. 
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There’s nowhere to enter except 
through this set of electronic 
doors. Before proceeding, Regina 
checks her ammunition supply. 


Across this bridge, the forest 
starts and the dinosaur attacks 
will begin. There’s no longer any 
room for mistakes or hesitation. 


Dino Crisis 2 is more of an action game than the first title, so Capcom 
has introduced several new features to cater to that. Now, you’re 
awarded points based on how quickly you can put dinosaurs down and 


where you target them. Head shots give you the most points. 








Little details, like the ferns and 
airborne pterodactyls, _ really 
make you feel like you’ve just 
entered the Jurassic period. 


In a classic moment, you catch a 
glimpse of the giant T-Rex before 
you even begin fighting any 
dinosaurs. Consider it a warning. 
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MAIN WEAPON 


WEAPON 


Each character can use two 
weapons at the same time: a main 
weapon and a sub-weapon. The 
sub-weapon isn‘t that powerful. 


The raptors come from every 
angle you can think of. Some will 
jump at you from behind, while 
others will attack from head on. 
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If you wait too long to attack, 
the dinosaurs will quickly sur- 
round you. Some will even leap 
and knock you off your feet. 


If you’re unlucky enough to run 
out of ammo, you can hit A and 
use your sub-weapon. However, it 
takes several hits to down a dino. 





You never know when a dino 
will attack, so you'll always have 
to be prepared with your gun. Just 
fire at anything that moves. 


Since the backgrounds are pre- 
rendered now, the developers 
were able to create bigger and 
more detailed dinosaurs. 


First-aid kits are your friends in 
this game. There are several vari- 
ations and all have specific pur- 
poses, like healing bite wounds. 
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FURTHER IN 
THE JUNGLE 
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A “If it bleeds, we can kill it.” This A Even if you have plenty of A When a character gets bitten, A The first-aid kit, pictured here, A This time, you will have to fight 
couldn’t be more true of the dinos, ammo, sometimes the best solu- they start to lose blood. The dinos_ will restore your health and stop off multiple dinosaurs at a time 
since they’re generally easier to tion is to just run away. The dinos can follow the trail and track them any bleeding. Use them wisely, as _ instead of the one-on-one attacks 
kill than the ones in Dino Crisis 1. have a hard time keeping up. down rather quickly. you won’t find many of them. found in the first game. 
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hands on an early beta of Game Breaker 2001, we have to admit we were very 
impressed with the work so far. 

Outside of a few bugs apparent in the Al and in the play by play/color commentary, this game Is 
already looking and moving like a winner. The players look great and are smoothly animated. The 
control system is intuitive and makes it easy to keep your eyes on the screen, searching for the 
open receiver. 

That's not to say we found everything to our liking, however. The play selection screens 
Seem kind of cramped, and give no real indication of which receiver is going to run 
which route. On the other hand, the options screen was well laid out and made 
it easy to customize the gameplay. 

lf the 989 Sports team keeps on track and manages to get out the few 
small bugs that are still caus- 
ing problems, there's no 
reason why any college 
football fan wouldn't put 
Game Breaker 2001 on the 
top of his must draft list. It’s 
looking good. 
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A Someone missed a defen- 

sive assignment. Looks like 
<4 The players look great a long gainer... 

and move fluidly. Nice hit! 
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< The options screen quickly 
allows you to change the gameplay 


to suit your taste. 
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Publisher EA Sports 
Developer EA Sports 





Release Date August 
Type Football 















COOKS TAC a Vong Sensor 


We the launch of the PlayStation 2 just 
months away, it appears that some compa- 
nies are pulling their A-Team programmers and artists 
out of PlayStation projects to concentrate on the new 





machine. At least, that seems to be the case with NCAA A This 
Football 2007. ring tackle looks eaten Soi 
We know the version we've been provided with is a in this screen shot than it 
very early beta, but the graphics to date have a blocky look ee 
GE t OUTS COTSHI. Fie a... and the anima- 
ei tions are decidedly jerky. This isn't to say that 
<< Sega x scree aa E the whole game will be horrible, though. 
Sama a : The game's options screens allow you to 


customize the gameplay to suit your taste, and 
the play-calling screens are clear and concise. 
Figuring out how the team selection screen 
worked was a bit of a problem, though. 

IF EA Sports can get the graphics and 





A The options screen puts you in total con- <A The play-calliesg screens are clear and _ 4 ...which is a good thing, considering animation back on track in time for release, 
trol of just about any angle of the game concise, illustrating who’s going where what happens when you push the coach NCAA. Football.2001 could still find itself a 


gece mocantons! ne gene eames and who's gonna do ieee cam button. Yuch! bow! berth. 
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Release Date Fall 
Type Action 


Publisher Activision 
Developer Neversoft 










later in the 





Despite his amazing strength and ability 
to stick to walls, Spider-Man still needs a 
bit of help when fighting crime and navi- 
gating through the city. Fortunately, he 
can take advantage of these two useful 
game features: 


A Navigating through the city can be 
difficult, as the buildings tend to look the 
same. The Spider Compass, located at the 
bottom right of the screen, points you in 
the right direction. 


has its own dawns fichting — Elge } 
can only be defeated in specific ways. 
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enough to send us an updated demo of the game. 


_ expected. While Spidey does spend most of his time swing-_ “too 
Bet hiceaceetielsenopet olsems Me. wel-gentie 





_at the Daily Bugle. See 


Here’s a close-up shot of our hero. 
He’s not that detailed, but he’s cer- 
tainly got that classic comic book 
look to him. You just can’t beat the 
red and blue spandex. 































The more we see of 
Spider-Man, the more 
excited we become. It's V = 
just that no one has real \ 
iy been able bovis the: 


» howould have thought that the developers of Tony 
WANE Hawk's Pro Skater would have been ended up 
doing a Spider-Man title? We certainly wouldn't, but we're 
glad: that they are. We're-also glad: that Activision was nice 






With this latest build, a lot more of the gameplay has comic 100k ar 
been revealed. There's certainly a lot more variety than we = -videogam 


ise linem-mer-laMa-} (ee uinemt ine cireire tine metinia cist = 
is gerne is 





and taking on countless supervillains. Hey, : 

what can we Say? It’s a busy life for a hero. > sage to the 
One of the levels has our friendly neighborhood arach- swell. Now, that 

nid frantically racing through the city as-he’s being chased would cause. ‘even us to 

by an assault chopper. Talk about pressure. lf you stop = ~dlmb some wals. : 


swinging or running, for even a second, you're going to get. 
hit with @ barrage of bullets. And we all know that Spidey's 
not bulletproof. Manage to make it to the end, and 
you foreed to-go one-on-one with-a-major boss: = 

And that's one: of the great things about this. 
game. All the action segments. and storylines flo. 
together to form one long adventure. Each te 
like one part. of a long Story are that sp 
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ocTroR Ocrorus — He's one of 
; the tougher bosses, but makes his initial 
- @ppearance near the start of the game. You 
_ don’t have to fight him until much later on, 
_ though and that’s a good thing. 
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Ss cheduled for release in August 
of this year, 989 Sports’ NFL 
GameDay 2001 has a ton of great stuff 
going for it, but with the imminent 
release of the PlayStation 2 and its fan- 
tastic versions of Madden and 
GameDay, will this game be worth pick- 
ing up? The answer is “You bet!" 

989 has made a bunch of improve- 
ments, including new play calling 
screens, extra steps in every tackling 
animation, improved gameplay, new 
stadiums; heck, they've even got the 
Rams new. uniforms. They've even 
gotten rid of those asinine break danc- 
ing celebrations (Way to go, 989!). 

Another important correction was 
made to the advanced controls. Players 
will no longer have to hold down the L2 
button to engage Total Control Passing 
or advanced moves. A simple double 
tap on any button will do the trick. Yes! 

GameDay 2001 will also feature 
improved graphics for both players and 
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diagrammed with the telestrator... 





Nothing frustrates an opponent more than a detailed explanation of exact- 
ly how he was beaten, complete with telestrator lines. GameDay covers 
both the offense and the defense with this “direct from TV" method. 


A Key offensive moves are clearly A 
shown with this deep safety drop. 


989 Studios 


Red Zone Interactive 


environments, a smarter computer 
opponent created with the help of 17 
NFL players, 200 new motion-captured 
animations modeled by such NFL play- 
ers. as Tim Brown and Charles 
Woodson (two of my __ favorites), 
authentic team playbooks that reflect 
the latest NFL trends and schemes, 
new and improved commentary by Phil 
Simms and Dick Enberg, complete with 
an onscreen telestrator, an enhanced 
General Manager mode which tells the 
player what his team’s weaknesses are 
and how to improve them and an 
upgraded training camp, where 
your team can become a lean, 
mean killing machine. 

But that doesn’t even 
begin to scratch the sur- 
face of all that NFL 
GameDay 2001 will bring 
to the table. Players will be 
able to play as any ball-han- 


dling character for the first 
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Control of 
the passing 
game is sim- 
ple. Pressing 


time ever; there will be updated Create 
A Player and Design A Play modes; 
new in-game help menus, every past 
Super Bowl team will be included, and 
much, much more. Any way you look at 
it, GameDay 2007 is shaping up to be a 
conference champion. 

We asked sources at 989 Studios if 
this would be the last GameDay to 
grace the original PlayStation. In true 
NFL form, our source could neither 
confirm nor deny that rumor. Either 
way, GameDay 2001 should stand 

out as the premier 

football game on the 

PlayStation. With 

what it will bring 

to the table, tt 

should remain 
a champion. 


While 989 got 
rid of all that asi- 
nine break dancing, 
they did keep the 
realistic celebrations. 


The cor- 
rect way to 
tackle is to 
e-r-t "7-9 
through the 
body. 
Aaarrrgh! 
My knee! 


Ll reveals 
| ; & : the position [tiger ~~ aemieaeimei perme bee 
: of all your 7 
as are defensive moves, as receivers: 


airtime EE 






NEITHER RAIN 
NOR SLEETeae 


Weather plays an important part in football and it does the same in NFL 
GameDay 2001. Games can take place in clear, rainy, windy or snowy 
weather, and during day or night. 


4 It's raining in Green Bay on the first 
week of the season. What else is new? 


A Meanwhile, it’s beautiful in Oakland. 
Go Raiders! 
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Every once in a while, a team will 
decide to change its uniform. There 
has never been an attempt at a uni- 
form change in history that resulted in 
a team looking better, with the pos- 
sible exception of the Atlanta Falcons. 
This year, it was the Rams’ turn... 





4 This is the old Ram’‘s uniform. While 
not particularly exciting, there wasn’t 
too much wrong with it. 





A This is the new Rams’ uniform. Um... 
well, it does kinda look like the Broncos’ 
new uniforms, doesn’t it? And those 
were kinda... OK, | guess... 


Picked off! Get 


ready to taunt 
your opponent! 
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Unlike in some 
RPGs out there, the 
combat interface in 
BOFIV is’ very 
streamlined and 
easy to under- 
stand. Even RPG 
newbies should 
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< You can : have. up 
to six people in — 
your party, but you 
only really see 
three at any given 
time. The three — 
_ back characters are 
_ just there for sup- 
port or helping out 
_ in combo attacks. 


marks the second anc probably BeCADESaTEINCS of the hugely popu a { 
series on the current PI layStation console, Rut: its S certainly going out wi ith : 
a bang. - 
= Visually delightful, ‘BOFI Vsticks ai the formula of 2D sprite- ‘based = 
; characters ‘combined with beautiful eure polygonal environments. 
Everything has that hand- -painted animation look to it, which 
suits the game well. This is easily one of the best-looking RPGs we Ve 
had a chance to see, despite the fact that it's not even inished: yet 
However, great visuals aren't all that this game plans to offer. 
_. Borrowing ideas from its fighting games, Capcom has wreiod: 
: ed a rather intricate combo system in BOFIV. Players will be able 
_ tolink spells and specials together in order to form chained attack 
~ sequences. Supposedly, up to a 100-hit combination can be creat- — or . oe a tr 
ed, but that's probably only possible. with extremely high-level characters. Naadeas to say, § SUC- 
seat hitting any enemy, even bosses, with such an attack wOuIC: pretty much ‘destroy: them. We - 
= like that. 
~ As most fans are aware, the onslaught of this \ year's : 
~ RPGs will hit the PlayStation very soon. There’s going to be - 







3 What's - ‘not to Nas : 
\ about a character | 
. | who's got a tail and — 
ven carries an oversized — 

= cricket bat? 

















While not up the crazy 


at least 5-10 titles worthy of being purchased, and we're ee standards established in 
i? P a : ; Square’s titles, the spells in’ Him 
sure that Breath of Fire Vwi end up being one of them. 3 : gre = dis qeava: still-look grict, a 
In fact, we guarantee a —— 2 lea SS ig SMe a bh And you don’t have to sit 
- f “= l= a Pam. ' through a long, fve minute 
4 Since every one of the characters are nes of sprites, & ee : OO sal sequence, either. All of 
_ Capcom was able to use all the polygo jee vee power — : om i them are pretty short. 
_ of the PlayStation on the backgrounc CA aes a 





extremely detailed? 





Publisher Eidos Release Date Fall 
Developer Kronos Type Action/Adventure 
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pig "FFECT: 7 na 
ant EG. Retro Hel 
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| fter striking out several times with 
BLD its lackluster fighting games, 
Kronos. finally found its niche in Fear 
Effect. The game didn't really feature any- 
thing new as far as gameplay goes, but it 
was tops in design and atmosphere. By 
. x a using looping fmv-based backgrounds, the 
A More so than in the first Fear Effect, you'll developers were able to give the game a very life-like feel. . ee a 
4 cin a, ncaa ecm The unique look and design of the characters also helped to “Most of the puzzles are 4 Supposedly, there are around 800 dif- 


; . still number-based, so we ferent camera angles in the game. Not 
be playing as Rain and Hana, though. differentiate the title from the myriad of Resident Evil clones hope that you got an A in only is that rather impressive, but it 


arithmetic. This is a pretty gives Retro Helix that Hollywood movie 
out there. : , basic door lock that’s based _ type of feel. 
For Retro Helix, which is actually a prequel to Fear on a five-digit code. No 


Effect, the developers took all the knowledge they had REcee ae x Seip a 
learned and tried to push the game as far as it could go on 
the current PlayStation. Now, the backgrounds are even 
more detailed, the characters look better and the loading times have been almost com- 
pletely removed. The story 's also more in-depth and explains the origins of the game's 
various characters. 

Speaking of characters, there are now four playable ones. Hana Tsu-Vachel returns, 
along with her pals Royce Glas and Jakob Decourt. Also making an appearance is the 
new co-star, Rain Qin. Not much is known about her, except for the fact that she has 


some sort of intimate relationship with Hana. We'll let you think about that one for a bit. « While dodging robots is probably one 
of the better strategies to use, shooting 
; an them will reveal extra ammunition and 
Look for Retro Helix to hit stores sometime this Fall. Fear Effect 2, which is the true first-aid kits. Just remember to save 


sequel, is being developed for the PlayStation2 and should be available early next year, YOUr amme when you can. 








4 You can instantly tell if you’ve got a bead 
on the enemy by looking at the targeting icon ne ; . 
at the top of the screen. It’s a great feature Let's just say that the ESRB ratings board will have their hands full. 
and helps you to not waste bullets. 
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» Once you beat the 
pyramid, you'll meet 


here's a whole lot of gamers out there who cut their teeth on Breakout, an 
addictive little shooter that had a simple goal: to shoot out all the blocks and 

clear the screen, at which point all the little bricks would come back 

for more. Hasbro Interactive decided that it was a game that ~ 

was ready for a comeback, so it made one. Unfortunately, a 

at this early date, it looks like Hasbro gooped up the 

gameplay with graphics. 

So far, the control is horrible. Hitting the ball on the 
edge of the cursor (a cute, little, rubbery red guy) does- 
n't result in an angled shot; the ball just keeps going 
straight. And it's next to impossible to figure out the 
goal of several of the missions, which take place in 


deserts, castles and the countryside. Nothing you do Here’s your hero... a red, rubbery bar with delusions of being Lara Croft. 
seems to make much sense. He’s got so much attitude, you'll find him hard to control. 

Hasbro has a lot of work to do before this one is ready 
for the thousands of fans who might-feel inclined to buy it. 
Hopefully, they'll 
tighten up the control 
and maybe include a version of the 
original game somewhere on the 
disk. A classic like the original 
Breakout deserves that much. 







It took quite a while, but we finally 
managed to figure out how to beat 


this level. : eee naar muse 
pies You'll start by trying to blast a hole into ro: aml once you’re inside, at” siowar all 


this pyramid... kinds of internal explosions. 






















her Hasbro International Releast Fall 
r Blitz Games 





» In a scene straight out of an 
Indiana Jones adventure movie, 


the frog. ha 





level isn ghhe 
f=) espite the fact that almost every videogame journalist 

disliked it, Frogger still went on to sell millions of copies and become one of the most suc- 
cesstul titles on the PlayStation. Even to this day, we're still trying to figure out why people bought 
it. The game had probably the worst camera system ever, and the frog seemed to respond to com- 





diy fh 


There are two types “4 hops available to our cute little frog. Hit the X but- mands only when it really felt like it. Yet, the game sold like hotcakes. 
ton once and he does a standard hop. Hit X quickly twice and he does a 
much higher, super hop. 


And that's probably why Hasbro is making a sequel. Now, here's the scary part. Frogger 2 is 
actually quite fun to play. Even in the limited E3 
demo that was sent to us, the camera and con- 
trol problems that plagued the first game seem 
to have disappeared. Not only that, but the 
game actually feels a lot closer to the original 
Frogger than the first PlayStation game ever 





sa ». | We. § did. Who would have thought that the series 

v = — me m could have made an about-face like that? We 

, ra Sou - Mm) certainly didn’t. Anyway, check out these 

if Wy 4 2 : : 2 screenshots fresh off the lillyoad and try not to 
There are a alot of moments in this game Some of the levels are really out there. The camera system is greatly improved jump around. 


when it feels like you’re playing the orig- This one happens to take place in space. and allows you to see a lot more of 
inal Frogger. Remember the good old Our frog has to hitch a ride ona spaceship the surrounding area. It also automatical- 
crocodiles? Well, they return in all their and dodge the debris being released ly adjusts to give you the optimum 
full glory. ahead of him. viewing angle. 





Introducing the music magazne for the digital age 
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ine scene: where to go & what to do 








NEw Music. NEw TECHNOLOGY. You NEED A NEW MAGAZINE. 
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est slayer of all time 
to the small screen 


Action 





= » Considering that there’s a whale 

y a hanging from the ceiling, we can only 
; >< assume that this is a museum. There will 
be 20 other locals for Blade to travel to in 
the game. 





hile comic book-based movies generally end up being 
quite bad, there are those rare exceptions. Blade was one such excep- 
tion. Sure, the dialog and acting could have been a bit better, but the fighting 
sequences and general atmosphere more than made up for negatives that the 
movie might have had. Perhaps the same will be true of the upcoming game. 
While based on the movie and popular Marvel character, Blade (the game) will 
feature a completely original story and introduce a whole slew of new monsters. 
You, of course, take on the role of Blade as he attempts to rid the city of those 
nasty neck-biting creatures we call vampires. Fortunately, you'll have access to 
Blade's entire arsenal of weapons, which includes his various guns and his infa- 
mous sword. Do you think you're up to the task? 








& There’s the badass Blade, suited up with & Whose bizarre-looking shadow is that on 
his armor and armed with that awesome the back wall? Could it be one of Blade’s 
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sword, This is the sort of guy you don’t worst enemies or perhaps an ally? You’ll 4 While a lot of the vampires you will come across are suave and sophisticated, there are 
want to mess with, even if he does say have to tune in to the next preview in some that aren’t quite a part of the GAP generation. This guys obviously prefers jeans 
some cheesy lines. order to find out. over khakis. 








Acclaim Fall 
Acclaim 









» You can’t just worry 
about the other competitors 
anymore, as the environ- 
ments will throw hazards 
your way, too. As you race 
through this village, the 
inhabitants will attack you. 





LI abe on the Dreamcast and PC, Revolt did not fare as Wall 
on the PlayStation. Fluctuating framerates and sluggish controls 
really hampered what was otherwise a potentially good game. 
Fortunately, it looks like Acclaim has learned its lesson and is work- 
the abet megane Ee ee ae re Lidia ging hard to get the PlayStation version of Revolt 2 up to the level of 
the ones found in the first game. However, it looks like you Quality that it deserves. 
will’ be able to see more of them on-screen at a time. For this sequel, the developers looked at the first game and 
came up with ways to improve the overall gaming experience. 
Along with the obvious editions of 
new vehicles, tracks and modes, 
Revolt 2 will also feature an 
improved physics engine, 
along with a very much 
refined handling sys- 
tem. The vehicles 
will feel even more 
like their real-life 
remote controlled 
counterparts. We 
just hope that with all 
these new editions, the game will still 
run at a somewhat constant 30fps. If it-can, 
then there might be hope for the series yet. 















The vehicles in 
Revolt 2 really cap- 
ture that RC 
look. 














ba 


«~~ 









This is a great screenshot for showing 
off the variety in the cars. You’ve got 
everything from the more traditional-look- 
ing RC car to the much hipper A-Team van. 








The track designs are much better this time 
around, so you can expect a lot more dips and 
jumps. On the bad side, there are generally a 
lot more places to fall off the track. 





As you can see, cars are not the only vehi- 
cles in the game. Boats will also play a major 
role, as they allow you to race over the water 
parts in a level. 
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£) ssentially an action-RPG at its heart, Valkyrie Profile is 
rooted in Norse mythology and casts the player as 
Lenneth Valkyrie, a Goddess of Fate. Playing as this beautiful 
warrior, it's your job to train mortal souls so that they may take 
part in Ragnarok — the ultimate battle between good and evil. 
While the plot itself might sound unconventional enough by RPG 
terms, the rest of the game looks to diverge even further. 

There'll still be turn-based battles, but you'll be able to time 
the attacks of each party member, which will allow for multi- 
Stage attacks that can, for instance, break through an enemy's 
guard or exploit a weak spot. In execution, It might end up look- 
ing more like a fighting game (complete with power bars) than 
your traditional RPG battle, but there'll still be plenty of strategy 
involved in determining which combo best suits the situation. 

When there's exploration to be done, Lenneth dons her 
heavenly armor and explores levels action-platformer style, com- 
plete with jumps, dashes, slides, and the ability to create crys- 
tals that can be used to a variety of purposes, such as climbing 
walls, throwing, and freezing enemies in their tracks. Slash at or 
touch an enemy, though, and you'll instantly be whisked off into 
the battle mode. 

The ultimate purpose of battling foes, other than freeing lost 
souls and generally dispatching bad guys, is to earn experience 
for your party members and build their stats as much as possi- 
ble. You'll also want to outfit them with as much powerful gear 
and items as possible, as the ultimate goal (once they're reached 
a certain skill level) is to send them up to Asgard to battle for the 
gods. Send weak characters up, and your side will lose. 





INNOVATIVE 
ATTACKS 





Enix ase [ November 


2 Action/RPG 





PREVIEWS AS 




























With tts combination of god-sim-like character develop- / > 
ment, side-scrolling exploration, and unique combo system, * 
Valkyrie Profile should prove to be one of the RPG genre's 
most unique representatives yet, and its mix of hand-paint- 
ed and rendered visuals will certainly help in that regard. 
The game is currently slated to hit in November, so you # 
can expect more on this intriguing offering before then. 


who govern destiny, without good cause. 
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4 A lot of the dialog in the game is voice-acted, and you can 
expect lots of voice samples during and after battles as well. 


>» Lenneth can fly around the 3D 
world map and descend to the 
earth (a.k.a. Midgard) where 
markers 
appear 
on _ the 

land- 

scape. 

A Combining rendered and hand-drawn 
elements, the game’s unique-looking 
backgrounds offer some stunning vistas 
and great detail. 





A You'll be able to see enemies before they 
attack during the game’s exploration stages, 
and even freeze them in place using 
Lenneth’s crystals. 


4 When in town, Lenneth goes incognito so 
as to not tip the inhabitants off to her true 
identity as a goddess. This was a standard 
practice in Greek mythology. 
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Dreamworks Int. ‘ype Action 
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The game’s missions will span five locales, The environments are looking better than 


E A's WwWiil-era shooter reenlists for from North Africa to Nazi-occupied France. ever, and each will be highly destructible. 


another mission 


et before the events of the original Medal of Honor, this prequel to EA’s superb VWWVll-era 
y first-person shooter puts you in the shoes of a female French Resistance member, named 
Mannon, who's out to end the Nazi occupation of her country. Spanning seven missions, the game 
will carry Mannon across North Africa, Italy, Greece, Germany, and her native France. 

This time around, you'll not only have access to six new weapons, such as a pistol crossbow, but 
can enlist the aid of several “buddy Al” characters to accomplish different tasks, from providing cover 
fire to cracking safes. Expanding on. the disguise mode from the first game, Medal of Honor 
Underground will enable you to assume the guise 
of civilians to move unnoticed through German- 
controlled areas. 

Your enemies will also be better equipped this 
time around, both mentally and physically. Look 
for enhanced enemy Al and more vehicle types ’ “7 oe | Caner 
for them to utilize in battle, including half-tracks m=. i y ere Se Se .. 
and motorcycles. : : catia i a . . 

With its sights set on the same meticulous atten- 




















Your enemies will be much 


, In addition to tanks, your smarter this time around, 
tion to real-world details as the first game, Medal of enemies will utilize a number but you'll have several Al 
Honor Underground will bring its Hollywood-caliber of vehicles, including motorcy- teammates to cover your 


: ! les and half-tracks. 
thrills home this Fall. We'll have more on the game shot eerie back as well 


as its development progresses. 








iblisher Acclaim 
Developer Climax 







f=) eveloped in the UK by Climax, ATV. Quad Racers takes the dirtbike’s sturdier cousin, 
affectionately referred to as a “Quad,” and throws it onto a variety of outdoor cours- 
es for some very bumpy racing action. Offering four styles of competition, including champi- 
onship, single race, time attack, and two-player, the game will let you choose from six riders 
and 12 quads (six amateur, six pro) before hitting the pavement — or dirt, or snow, or sand... 
Each course will offer amateur and pro routes, both of which promise to be packed with 
jumps, obstacles, and, of course, lots of shortcuts. Beyond the freedom of exploration and 
stunt opportunities offered by these courses, the real key to setting this game apart from the 
" i : numerous other off-road racers out there looks to be its handling. 
: Su ais a oe _ True to their real-life counterparts, the quads will react accordingly to varying terrain types, 
4 You'll compete against up to four other CPU riders simultaneously, with an with independent suspension for each wheel and accurate sliding, collision, and rollover 
Sntion: te race.cgainst friends in :a:split-screan: two-player made, physics. This'll be one game where interaction (read: ramming) between competitors, while 
not exactly condoned, will certainly 
“@ Deserts are the LAPSE 
traditional stomping 1/3 Tt play a major role. 
enacts pas io 3 Visually, the game is shaping up 
only look suitably nicely, with detailed ATVs and realisti- 
gts Parthia te tiv cally animated riders. that sway and 
as well. move in reaction to their quad’s move- 
ments. Looks are one thing, though, 
and the real proof will be in the game- 
play. ATV: Quad Racers is slated to hit 
in August, so we'll find out how every- 
thing comes together then. 


1°23 'A6 - 


® Snowy terrain is 
sure fo test your ability 
to control your ATV 
during sliding and 
show off its realistic 
crash physics should 
you slip up. 
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Hasbro Interactive August 


King of the Jungle 


PREVIEWS 
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Shooter 









iming to deliver more than just a polyg- 
onal retouching of the 1981 original, 
Hasbro Interactive plans to breath new life into its 
new Galaga by changing venues from a fixed 2D field to 
forward-scrolling 3D space. In keeping with the original, 
your enemies will still pile onto the screen in waves and 
then “swoop” at you either solo or in squads. Only now 
they're coming directly at you, and thus avoiding them in 
3D is introduced as a new tactic. 

Your weapon of choice, as in the original, is a standard laser cannon, and your 
ships can still be snatched by the enemy and then rescued to double up your fire- 
power. You'll also be able to acquire power-ups, such as one that “steals” an enemy 
from the attack wave and makes them your sidekick. In addition, some enemies 
now have shields that prevent them from being hit when they aren't attacking, 
throwing an added bit of strategy into the mix. 

Galaga is on track for release this fall, and we'll have a full review of this retro 
remake when it hits. 





& 
Asteroids, space 
junk, and solar flares 
liven up the usually drab 
expanse of deep space 
we’re used to seeing on 
the NASA Channel. 





















4 There'll still be attack waves that are 
viewed from a fixed 3/4 perspective, and 
even some side-view, but a majority of the 
game will take place from behind your 
ship. 


» In addition to shooting enemies, you'll 
also have to blast large obstacles (such as 
these asteroids) that get in your way. 


er Activision 
jer Warthog 


THATereH SHE SHRI me een maT STREETS RAT SNH SAE a 






Action 








| [Ftp : first previewed Activision's all- 
— ‘ action treatment of the Star Trek 
universe, Star Trek: Invasion, a couple 
of issues back, and since then we've 
gotten our hands on the latest ver- 
sion of the game. Fusing the trade- 
mark sights and sounds of the 
Series with more action than all of its 
episodes (and movies) combined, it's 


» Be they alien or Federation, the ship designs 
are all highly detailed and faithful to the 
series and movies. 


«< When flying close to a planet’s atmos- 
phere, you'll be able to blast foes and send 
them spiraling into a fiery re-entry. 


4 The ship designs you'll acquire 





& The gameplay is sure to be familiar, but the 
perspective certainly isn’t. It’s reminiscent of 
shooters such as StarFox and Galaxy Force Il. 





< Some _ mis- 
sions will take 
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4 As if their shields didn’t make these enemies 
pesky enough, you'll have to chase them 
between pipes and through tight spaces. 


A eal am j a 
YOs439 
Ook 


shaping up to be a treat for 
Trekkers and shoot-‘em up fans alike. 

It’s not all about action, though; in the process of 
combating the vile Kam’ Jahte, an alien race created 
specifically for the game, you'll encounter a diverse 
selection of objectives, including rescue missions, 
escort duty, and interceptions. In all, there'll be some 
30 missions, which will play out from the galactic 
core to its very edge. 

In addition to the single-player fare, Star Trek: 
Invasion also introduces a two-player dual mode in 
which you and a friend team up to serve as each oth- 
ers’ wingman in five special missions. 
Technically, the game is looking solid and 


| in th l 
ie ete na a coe sounding great (thanks to an authentic 
and so do their weapon systems. phere of plan- SCOle and sound effects) with some nice 
ee ets, but you Dual Shock effects thrown In. 


» There’ll be more to this game 
than fighter-to-fighter combat. 
Doing battle against larger ships 
will play a role, too. 








won't actually 
be battling near 
the ground a la 
Colony Wars Il. 


So keep your eyes peeled — the game's 
set for release in August, and we should 
have a review next issue. 
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DE ith the success of Tomorrow Never Dies and the 
great potential of the upcoming The World Is Not 
Enough game, EA is looking to take its secret agent franchise 
into new areas. With 007 Racing (working title), things are 
going to be a bit different. Instead of the secret agent himself 
being the main focus of the game, it's his vehicles that are get- 
ting the star treatment. 

You'll now have the chance to get behind the wheel of such 
famous QO branch-enhanced vehicles as the Aston Martin, Lotus 
Esprit and the currently popular BMW. EA is keeping quiet 
about the rest of the vehicular cast, but we were told to expect 
all of the major cars in the long running series to show up. 

The game will cover 15 missions, which will have varying 


objectives. One time you may be required to just provide pro- 
tection, while 


another time you 
may be forced to 
chase down a par- 
ticular target and 


LOW IT 
Fitt UP 


Thanks to a virtually unlimited bank 
account and a cache of some of 
the worlds most advanced 
weapons, 007 almost always has 
the upperhand in a fight and never 
has to worry about the damage 
that’s being caused. As a result, he 
tends to shoot first and ask ques- 
tions later. 















Electronic Arts Fall 
Eutechnyx Combat Racing 








terminate it. It's all in a 
day's work for the world’s 
busiest secret agent. Oh, 
yeah. To add to the authen- 
ticity of the game, all 
the missions have been 
loosely based on or 
inspired by famous Bond 
film moments. Will we see 
the underwater sequence from The Spy Who Loved Me or the 
flying segment from The Man With The Golden Gun? There's 
no way of telling now, but we certainly can hope. 

While we're always glad when companies attempt some- 
thing new with their franchises, it's always surprising when 
these attempts actually produce quality games. Granted, 007 
Racing Is still very early in tts development cycle, but it already 
shows a lot of promise. And along with that promise comes a 
rumor that the game may also be released for the PlayStation2. 
Let's hope that's true. 


ARSENAL 
DNTH STYLre 


Thanks to the talents of the scientists 
and technicians of Q branch, each of 
the cars in 007 Racing is fully loaded 
with a 


PREVIEWS 





& While it’s great to be able to drive 
around in a car that has missile 
launchers, the fun part is getting to 
use them. Just point the car in the gen- 
eral direction of the enemy and fire 
away. The resulting explosion will 
pretty much destroy everything you 
can see. 





4 With its armor plating and bullet-proof win- 
dows, this Bond car won’t even take any 
damage from that dumb guy with the gun. We 
don’t even know why he’s trying. 





a The explosions in 007 Racing look really 
good. We’re not sure what engine they’re 
using for the game, but it’s certainly impres- 
sive. Even the backgrounds, with all those 
trees, is nice. 





iscesssmnesennsuameniemmnenins 


Rambo-style arsenal of 
weapons. Here are a few of the ones 
that you'll be able to use in the game. 












ed <a Se Be am me 





& The pursuit-based missions resemble a 
lot of the chases in Tomorrow Never Dies. 
You have to catch up to a certain vehicle 
while dodging bombs and other hazards. 


adi 


@ This helicopter is one of the first “boss- 
es” you will have to defeat. Fortunately, 
your car is equipped with more than 
enough missiles to do the job. Just don’t 
get too overconfident. 


oo 





4 The cars are so detailed that you can 
actually see inside. And in proper 
English fashion, Mr. Bond is driving on 
the right side of the car. Actually, it’s the 
wrong side. 


& MACHINE GUN - The most basic 
weapon of any car, the machine gun is 
great against smaller cars and obstacles. 
It won’t do much damage to anything 
else, though. 


4> HELLFIRE - The missile of choice when confronting helicopters and planes, the 
Hellfire can lock onto a target and cause it to fall back to earth in a very quick and 


violent manner. 
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your complete monrhly source for affthe 
newest and coolest playstation cheats 
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SIGAME SPTTINGS 


ICONTROL OPTIONS 
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CODES WILL KEEP 
ir = {YOU A-HEAD OF THE 
_ oe a ee GAME! HYLUK! 





.. PLEASE KILL ME. 




















. All Tanks — 











To be able to skip around to the different fishing chal- 
lenges, all you have to do now (rather than playing the 
randonGang sy game) is to enter the following passwords. From the 
CassandraGang title screen, press Start and then press once to bring 
—— ve up the Password Option. Select it, then enter one of the 
following. When entered correctly, you will automatical- 
ly be taken right into the challenge. The passwords are 
case sensitive and some contain symbols, like star and 

triangle, so take note as to 

how the password is listed. 








From the Title screen, bring up 
the password option and enter 
one of the case sensitive pass- 
words to enter the Challenge of 
your choice, 


PASSWORD 
VAVNAGI m (6107021 
JZsVh|Starlromb82 
cMB4UBWVTuB[ Triangle] 


Level 4. Veving the Hite gt Z 
* cotenalee nate INE Riniale The thrills will never stop now 
mf | that you can enter any of the 
Challenges you want! 
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NBA Shootout 20017 is just around the corner, but it's 
only now that we've been able to find a quality code for 
last years NBA Shootout 2000. This cheat is killer, 
though, as it will open a hidden Easter Egg menu that 
will let you fool around with a number of fun options, 
such as turning players into micro men, giving them big 
heads or big feet, change the gravity and even alter 
game speed. lo get to this elusive hidden Easter Egg 
Menu, start a normal game and while you're playing, 
press START to pause. Then press L2 + R2 + _. while 


on the pause screen and the Easter Egg Menu will 

instantly appear. Once it’s open, change what you want 

using L1 and Rl and press -. to return to the regular lt 
pause screen : e Aomto Mntes 
and then ; Ses 


again to return fe. easy 
~ H Petwio to: Watch 


fo  timense 7171 7" [| to the game. 
__ Substitutions.x<<.-- mw 
Controljers Ds First start a nor- 
Camera View Usf4 | mal game, then 
oe Replay 24 | pause it to enter 
rus Team Strategy ey) | the cheat. 
= Player Game Stats y Gea 


Big Torsos 

| : og ® = Big Feet 
Once the Easter SPAS) Soa He! te EAE lis = = : oO ae Big Hands 

Egg screen is , on OES a . Thin Players 


open, you'll be " rs - 

es to colon ia ; “| om a Fat Players 

several crrorent | i as table Tope; eo | (OO @ pelo. Really Thin Players 
options that wi F Mey Sa] fee con \e : ~. =a : : : _ Si 
drastically change a ote 2 | : ore Tiny Heads 

the flavor of | Be. ied chet _ =f Z 


You've got to 
admit this is just 
stupid-looking. 


SOMEBODY 
PLEASE, LEMME 
OUTTA THIS 
GAME! 





CODE Joes 







prncage: Sage 2 Pe £85 
These Cheats Rule! oo : ie 


ith oo these: again in case you missed them the md 









nomen behind Rollcage: Stage ih i 


_ Code c Effect 


| MASTERS.IS.AS.HARD.AS.NAILS.MON!....... Makes Masters as hard as it was originally 
2 |WANTITALLAND.LWANTITNOW!.......... Give everything 

_ WHEELS, .METAL,.ITS.....THE.BIN!............ Give all cars 

_ YOU.HAVE.A.LOTA.EXPLODING.TO.DO....... Give all Combat tracks 

B WELLIEILAINTTHEM.PESKYKIDS: >... Give ATD ghost cars 

: BT COLD REA OF ea EME. iv as gale evans Give Demolition modes 

| AM.THE.MIRROR.MAN,.0000000000) .... Give Mirror mode 

| LOOK.OUTIITSANDYGREEN............... Give Mega Speed mode 

| IM.OBVIOUSLY.SICK.AS.APARROT........... Give Rubble Soccer mode 
| HERE.TODAY,.GONE,.LATE.AFTERNOON...... Give Survivor mode 
"PURSUIT, A.SUITMADE.FROM.CATS......... Give Pursuit mode 


~ NOW.THAT'S.WHATI.CALL.RACING.147 Give All Tracks mode 


DUDE, UP ON TWO ———— 


invincibility 


Late UP cNGine 


1g _ Alllthe codes are entered at the Password oun : 
ie found in the Main menu. Be sure to stick the dots | in 
Co ae a pee with no Shee Delween words. a 
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~~ ged help on a game? Then call the people who 
_ made it. For your convenience, we've gathered 


: . oleae list of tip lines for PlayStation game pub- 


lishers. Most of the numbers are 900 toll calls, so be 
warmed—they will cost you. If you are under 18, you~ 
should get permission from whoever pays the phone — 
bill before calling. Also, we don’t maintain any of these 
lines (other than our own), SO we arent responsible 
for the information available on them. | 


See ee eee eee eee ee eee eee 


Activision ...................... 
American Technos....... 
ASC Games... 


Capcom 


Ce ee ee Oe ee eee ee ae ae | 


ee ot | 


ee ee | 


Crystal Dynamics......... 
Data EaSt. css 


ee ee ee ee ae | 


Fox Interactive ............. 
GT Interactive............... 


Hot-B .... 


ee ee ee ee ee | 


Interplay ............... a 


Jaleco ...... 


Konami. 


ee ee ee 


ee | 


ee ee 


eee eee eee eee eae ee eee 


Microprose .................. 
Midway/Williams ........ 
Mindscape .................... 


Namco... 
Ocean ... 


ee ee ee a a 


Ce ee ee ee ee ee ee ee 


Playmates. ..................... 
PSYONOSIS.......... 
Ready Soft............. a 
sony CEA 8 


Sierra .... 


Ce ee ae 


Spectrum Holobyte..... 
Square Soft .................. 


Technos 


SOR CR OUT RRO ee he 





(408) 453-9828 
(208) 655-0032 
(900) 288-2724 
(714) 852-2351 
(310) 926-0947 
(900) 680-2583 
(900) 737-4767 
(900) 454-5435 
(900) 773-4367. 
(900) 288-4468 
(900) 225-5436 
(970) 522-1797 
(415) 568-9501 
(714) 553-6655 - 
(847) 215-1811 
(415) 348-0500 
(900) 370-HINT 
(900) 896-4468 
(900) 740-JEDI 
(510) 933-5630. 
(900) 773-HINT 
(903) 874-5092 
(900) 737-4468 
(900) 737-2262 
(408) 289-1200 
(714) 428-2112 
(900) 976-4468 
(905) 475-4801 
(900) 933-7669 
(900) 370-5583 
.(800)695-GAME 
.(900)407-KLUE ~ 


‘Strategic Simulations (408) 737-6800 


(408) 453-9828 
(310) 787-2900 
(900) 370-HINT 
(408) 473-9495 © 
(310) 392-3243 © 
(800)UBI-SOFT 
..(803) 739-4019 
(900) ees 


John Cardiel 

























































































00916584620 
-B00965C7530 
80096609040 
..B0091668ea60 


800916703880 
800916980000 
8009169c000@. tt” 
“jeissv.8009f620000 
-y-8009f628000a 
..8009f6ac000a. 
..8009f6b00002 
- 800916d80002 
.800916dc000a 
..8009f6e0000a 


8009f6e8000a 


g00gf6ec000a 
.B009f6f0000a 


80096240001 


80096340001 


800a10c80001 


svun800a1cec0001—t*” 
 800a1¢f00001 - 
—— 800a1ef40001 
— 800a1cf80001 
 800atcfc0001 
boca 1c000de: 
g00aid040001 
800a1b440001. 


Unlock Daewon Song Pi 


_ Unlock PigPenn Pictures 


: Unlock PigPenn Extra Board 
__ Unlock PigPenn Video / Carnie 


& ~ Have Scroll of Sekhmet 








~ 00a1b3c0001. 


_ 800a1 6400001 


nlock Cara Beth hecage a 


-800a1bb00001, 
-800a1bb40001 


- 800a1bb80001. 
800a1bbc0001 


800100001 


800a1bf00001 


800a1c080001 — 
800a1c2c0001 
800a1¢c300001 


Unlock EdVideo / Unlock Stanley 


800a1c340001 —ti(«® 


800a1¢380001 
800a1c3c0001 
800a1c400001 


8018F728 0001 


_ p0185700 0001 7 


Team 1 Always Charged Up 
Team 1 Never Charged Up 


~ Team 2 Always Charged Up 


Team 2 Never Charged up 
Py Infinite i 


0016100001 

~ 800f16180001 
800f16400001 
800f16300001 

~ Have Staff Of Anubis 


Have. Small Sword 
Have Broad Sword.. 
Have Magic Sword . 


Have Cane Stick.. 
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.,..800a1be40001 
800a1be80001, 
.800a1bec0001 
= Infinite Healthy ty range. 


Have Bolt Cutters si 1) | 


800a1bf40001 
*900aipige@0T «ssa 
 800a1bfc0001 — 
a 800a1c000001 

Unlock Ed Templeton Extra Board....800a1c040001 


800a1c440001 
800a1¢480001 


| : P2 Level 3 Supers 


, : bee 
Have Tablet Of Horus... ge. ---QDOF16380001 ; 








: fiecsey 


300208490001 
...300aa84e0001 


300aa84a0001 
é 300aa84b0001 


Have D Pinas Vevel ee vs sssse1218008884C0001 


Sudden Death Mode ... : ....d21903241f02- 
a 1G 801981420001 

— d01903241f02 
—_ 01981f00001 


—_g01908241402 


"200008440001 | 


“Infinite Mission TIM occeccscsecseoe. _20065ebcddf8 
oe 00254000039 


01985840001 


— d01903241f02 


801985860001 
801981f20090 
801981f00090 


infinite Health Pt. 


Py ee 3 Supa = Ee ; ss .....8019825a0090 
‘ae me Health ee .....801985840090 


801985860090 
801985ee0090 


— Anywhere 


P4 Easily Dizzied . 


e000 
801947e80000 


801944e40000 
301942690000 
sai-301947310000 
: 
801941620098 
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I FEED THE ¥ 


Twisy Us 
I COULD SEE 
BOTH OF GARY'S 
HANDS... 


WHOA! ~— 
THE CRETACEOUS f 
PERIOD! 





4 If you don’t show up for the photo shoot, something strange usually happens... 


Hello all at PSM. | have a question that's 
never been asked before. 


| assume that PS2 will have its own 
browser, and | was wondering if it sup- 
ports JavaScript and DHTML. I’ve built a 
few scripts that ended up causing a pile 
of bugs on some of my files, and | was 
wondering of what are the chances of 
Javascripts that ruin your PS2 in saved 
files. Also, will the browser support 
Shockwave, because then PS2 sites 
can be a whole new art. I'd love to see 
some new language come up that can 
have an effect over your game, but 
that's a far shot. 





And also, what programming language 
does Squaresoft write its games in? 


Gregory Rasputin 
kid_rasputin@yahoo.com 


genre, your current fave 


i Link-Up, c/o 


‘Hill Drive, Brisbane, CA 94005. Or you can @- 


“mail us at 


from around the world? Drop us a 


Wanna hook up with other gamers 
| postcard with your name, address, 


Simulations, Adventure, 


_ psycho_pyro@metallicaccom 


B> STEVE: Well, to be honest, the 
details about the the PS2 browser 
have not yet been revealed. Sony is 
being very tight-lipped about its 
online plans and probably won't start 
to talk about them until next year. 
Right now, the focus will just be on 
games. Speculating, however, | 
would say that the browser will sup- 
port all the major internet standards 
like JavaScript and the latest HTML 
standard. | would also expect Sony 
to partner up with such companies 
as Apple and RealNetworks to bring 
their video/audio standards to the 
PS2 community. Since the internet is 
such an important part of Sony's 
future, | don’t think the company will 
approach it half-assed. And that’s 
what's got me excited 


| feel that RE story plots have been hor- 
rible ever since REZ. | mean, don't get 


Final Fantasy Vil & Vill, 


inl 
L 


"$— Happens" 


tikes 


“ tyrant.13@hotmail.com 


anything that has a good story and takes 


~- someone a long time to beat, 


RE 2, Super Metroid, The Adams Family 
Favorite Genres: Rpg's, Action/Horror, and 


_ Generator, Crazy Taxi, Secret of Evermore 


Favorite Games: Silent Scope, Rush: 2049, 


Favorite Games 


and Shooters 


Resident Evil 1-3, Xenogears, Wild Arms, 


AuGcustT 2ZOOO 
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Drop us a line at PSM Letters, care of 
Imagine Media, 150 North Hill Drive, 
Brisbane, CA, 94005. Or even better, if you 
have access to e-mail, you can reach us 
at psm@imaginemedia.com. 


me wrong, | liked the action. Nemesis 
was a real good enemy and provided 
the story plot was better thought out, it 
would have been a real good game. | 
think that Capcom was just lookin’ to 
pump out another RE game because 
their money mattresses were going flat. 
| have some questions for Capcom 
about AE. Did you fire your writers after 
RE2 or did they all suffer major head 
wounds? What happened to Rebecca 
from RE? Why 
didn't Leon go 
with Claire? 
Mercenaries??? 
A retarded 
blindfolded 
monkey with a 
pen taped to his 
hand could 
write a better 
Story than that. 
Action-wise, _ It 
was totally 
sweet, but 
Story-wise It 
missed the 
mark by a long- 
shot. And | read 
IN one of your 
magazines that 
a scenario 
where you are 
the evil umbrel- 


la people for 4 Greg wants a little more realistic interaction 
RE4 was possi- with his Resident Evil characters. 
ble. | hope 


Capcom buries that idea in a big pit and 
posts armed guards around it so no one 
will ever find it again. 


Greg 
speedman340@hotmail.com 


“HAHAHAHAHA. 
scream) AH...Oh, 


- (Seru from Legend 
ing, Action/Platform, 


rite Genres: Raci 


Favo 


\ HA. AH( 


it's only you, mom!!!" 


"SPOON!!!" 


of Legaia) 


J 
” 


s Ogre, Pretty much any other Rpg. 
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‘ss 


Tactie 
~ Eiffel Henson, age 20 


Favorite Game 


Adventure, Stra 


Quote 





B> CHRIS: Wow, you sure are tough 
to please! As a big fan of the RE 
series, | think that overall the stories 
have been fine. | do agree that REZ 
had the best plot, and in my opinion, 
is still the best overall game of the 
series. But | didn't feel that Nemesis 
was “pumped out” by any means. 


Okay, we'll see if you've got the nachos 
to explain this one last time without the 
misconceptions. 
The PS2 HAS 
anti-aliasing Capa- 
bilities. However, 
it's been rumored 
that not only is 
the programming 
for the PS2 very 
difficult, but addi- 
tionally that the 
way — program- 
mers have to go 
about coding the 
anti-aliasing in 
requires twice the 
work of normal 
anti-aliasing. 


Now, us con- 
cerned readers 
and Sony fans 
aren't claiming 
there's NO anti- 
aliasing, but that 
many developers 
might just decide 
to skip that aspect of development for 
the most part and use the lame excuse 
that their game’s just so great a game, 
control and story-wise, that they didn't 
need to create lots of “eye-candy” (i.e., 
Great Graphics). 


Horror. 
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amural, Dragonball: Final Bout. 
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Nightmare 
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suN Out Of your eyes, and 
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David Thornberg, age 24 
Genres: 


(eldavolaalels ie, Tanlinerseldaeneelae 


Favorite 
Favorite Games: All 3 fesident 


Course), Silent Hill 


Saul of the S 
Tenchu, and Rolleage. 


Adventure, Shooter, 
Quote: "Keep the 
be yourself 
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Try the outrageous new metallic controllers; 
and memory cards from Joytech USA™ 


Joytech USA’s™ full line of metallic controllers and memory cards blow away 
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(Continued from pg. 94) 


Neither Tekken Tag Tournament nor 
Ridge Racer V are blowing me away 
when compared to already existing 
Dreamcast games, and that’s scary. So 
when do the “real” good games start 
coming out? 


Dakota Goldsworth 
R3V3LATION@aol.com 


BRANDY: Yes, the PS2 definitely 
can handle both edge and full-screen 
anti-aliasing. The best explanations 
for the lack of anti-aliasing in early 
PS2 software we've heard come 
from developers themselves. 
According to those familiar with the 
hardware, there are a number of rea- 
sons that these early games have 
edges that look more “jagged” than 
on other systems. The most promi- 
nent is that implementing anti-alias- 
ing on the PS2 hardware is handled 
very differently than with other 3D 
chipsets and architectures. 
implementing it can result in major 
slowdown in games if it’s not done 
the proper way, and, unfortunately, 
the early development kits and docu- 
mentation didn't exactly spell out an 
easy way to do it. This is supposedly 
being addressed with new versions 
of the development environment and 
documentation, and 

once graphics program- 

mers get a handle on 

how to implement anti- 

aliasing on PS2 without 

their games bogging 

down, every game will 

have it. 


On top of this, most of 
the early games, such as 
Ridge Racer V, are divid- 
ing the system's graph- 
ics memory in half to 
render the two NTSC 
video fields needed for a 
60-fields-per-second dis- 
play and then assem- 
bling them “manually” 
through additional programming. In 
reality, the PS2 is designed to do all 


going for it. 
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& Ai Fukami is just one of 
the perks Ridge Racer V has 


3, 


Gear Solid, Silent Hil, Persona, Tekken 
Resident Evil 1,2 & Nemesis, Parasite Eve 


Quote: “|f 


: 


of this automatically, but as with the 
anti-aliasing features, it wasn't clear- 
ly documented early on. The resuit of 
manually assembling the video fields 
is the flickering picture seen with 
most early PS2 games, which actual- 
ly makes the “jaggies” more notice- 
able than they would otherwise be. 
This, like the anti-aliasing problems, 
is being addressed through new 
development tools and documenta- 
tion. 


Like any launch games, Tekken Tag 
and Ridge Racer V were severely 
rushed — in fact, Namco had less 
than four months to develop RAV. 
Once the games begin hitting that 
have had ample time for develop- 
ment, such as U.S. launch titles like 
Madden and SSX, you're going to 
see a dramatic leap over what's pos- 
sible on other systems. Hang in there 
— it'll be well worth the wait! 


Hi, | just have one question for you guys. 
| recently purchased a 56” widescreen 
HDTV, (| recommend you get one) and | 
was wondering if the PS2 had the col- 
orstream outputs for a high definition 
picture. My current DVD player only has 
the A/V and S-video outputs, so obvi- 
ously |'m hoping the PS2 will have the 
ability to support my new TV. Also, (| 
guess this is two questions) | know the 
system can be connected 
to a stereo, but does it 
have digital output for digi- 
tal sound, or Is it just the 
AW output? 


Kevin Childs 
dogmaboy@hotmail.com 


B> STEVE: Here's an a/v 
fan after my own heart. 
While | don't yet own an 
HD-compatible _ televi- 
sion, | plan to in the near 
future. My WEGA will 
have to do in the mean- 
while. Anyway, the best 
that the PS2 can current- 
ly output is either an RGB or 
Component Video signal. In most 
cases, RGB is what you should go for, 


vt 


Series, Xenogears, 


the PS dies, I'll be the first to ao 
"Girls make such good conversa- 


tionalists, guys are alright too...1 guess. 


Mike C.T. Daoud, age 18 


mike daoud@hotmail.com 
King of Fighters 98, Suikoden Series 


Favorite Genres: RPG's, Action/Adventure. 


2D Fighting games 


Favorite Games: FF 


Quote: 


with itl” 


Greg Williams, age 16 


sk8r3000@hotmail.com 


Thanks for writing in, 
Mark. I'm also looking forward to 
MGS2. That's going to be one awe- 
some sequel. 
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Jerrid Nichols, age 13 


aa siag(ealeltaarslineelag 


Favorite Games: ony Hawk, Driver MGS, 


Favorite Genres: RPG, Adventure, 


adventure 


Favorite Games: Resident Evil 1-3, VWF 


Favorite Genres: Action, sports, wreastling, 


algae 
(oles A Allarciapaaisteel ¢oin vee 


all VWWE games. 


Quote: 







Smackdown, Final Fantasy 5-8 
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Speaking of sequels, | don’t think that | 
too many people are complaining. | 
Sequels are fine as long as they don’t | 
get stuck in a pattern and become | 
predictable. Obviously, you expect a | 
bit of the same, but developers have 
to include new features and innova- | 
tive gameplay if they hope to keep | 
sequels fresh. The Tomb Raider | 
series, for example, is quickly dying 
because Eidos keeps pumping the 
games out without much thought. if 
they would release a game, say, 
every two years instead of every | 
Christmas and spend some time 
making ft actually better, then the 
series would still continue to be pop- | 
ular. Fortunately, it looks like Eidos is 
taking its time with the PS2 incarna- 
tion of Tomb Raider. Let's hope it's 
really good because the series defi- 

nitely needs a rebirth. : 



























Mark, you mentioned that you felt 
that i the first game in a series is 
innovative than the sequels should 
be too. That's not true. Take Twisted | 
Metal, for example. The first two 
games were quite innovative and pio- 
neered the car-combat genre. 
However, as the series went on, it got 
stale and really didn’t being anything 
new to the plate. That's how 
Vigilante & managed to steal the 
crown. V8 brought some new ideas 
to the genre and car-combat fans 
flocked to it. As far as rating sequels, 
we judge the title on its merits as a _ 
single game and also see if any 
improvements were added. We also | 
take into consideration if the sequel | 
is better or worse than the original 
game. And that’s we score ‘em. 
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Favorite Genres: RPG, Strategy, simulation 


Zand Clark, age 13 


rée\Me(syh veel alol alae norelaa 


Quote: “You lose once, maybe twice, but 
Favorite Genres: RPG, Action, Adventure 


(ofeyamereVcme orm 


Quote: “PS or the world: which is reality?” 
> Matt Cook, age 16 


Favorite Games: FFVII, FFVIII, Tomb Radier 


series, Tenchu 
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but a lot of TVs still don’t have the 
required inputs. Since you have a 
HDTV, you might consider purchas- 
ing a line-doubler (if your TV doesn’t 
have one). That way, you can take 
advantage of all those extra lines of 
resolution when playing console 
games. To answer your audio ques- 
tion, the PS2 does have a single opti- 
cal digital output. That allows you to 
listen to a full DTS or Dolby Digital 
soundtrack on a DVD. 


First off, let me preface my forthcoming 
comments. | am a huge fan of your 
magazine and an even bigger fan of the 
PSX. | am also a Dreamcast & N64 
owner. | consider myself a gamer and | 
try not to be biased towards any sys- 
tem. If something Is better, I'll say it's 
better regardless of the platform it's on. 


Now that I’ve hopefully set aside all 
bias, I'll get to the point. | was reading 
your June 2000 issue when | came 
across your article on Madden vs. 
NFL2K. Now | can read between the 
lines on this one and see that this article 
is really Dreamcast vs. PS2, which 
brings me to my concern, and | must 
also say that the following comments 
are not solely directed at you or your 
magazine but more towards the gaming 
public as a whole. There's a whole lot of 
Dreamcast bashing going on lately 
based solely on the topic of looks. Way 
over half of this article refer- 
ences looks on some 

level. (Graphics, poly- psd 
gons, lighting, etc... ) ff 
While | agree that looks 4\aes 
plays a significant ag 
part ina game's wf 
ability to pull 
you in, the 
most important ‘J " 
part is gameplay. Zi 
Gameplay gam ys 
























& Will Madden 
finally win the 
videogame Super Bowl? Only time 
will tell, Kenneth. 


FF, FF7, Breath of fre3, 
RPG's, MUD’s, Survival 


Resident Evil 1, 2 & 3, Comand and 
Conquer, red alert, Retaliation, Sim City 









Favorite Games 


“I will destroy you” 


Favorite Games: FF series, RE series, 
MGS, Everquest, Suikoden, Tenchu, And 


2000, Dragon Seeds, Monster Rancher 


Fear Effect (Shower scene!) 


Favorite Genres 


_ Horror, Games with Good stories 


» Griim, age 18 


~ E-Mail: GriimMage@hotmail.com 


Quote: 


Quote: “You can't Escape death, so why not 


play videogames and wait for him?” 


can't say it enough times. But all | hear 
lately is “The PS2 looks better so it must 
be better.” That's garbage. |, myself, 
want nothing more than great success 
for the PS2, BUT | want the Dreamcast 
to succeed as well. Competition is good 
for all of us. It lowers prices and it forces 
companies to build a better product. 


SO basically what I'm trying to say is if 
Madden plays better than NFL2K, than 
Say It plays better, but please stop going 
out of your way to point out every visual 
difference between the Dreamcast and 
the PS2. Let's be fair. Of course the PS2 
iS going to look better, it has better hard- 
ware and we're all going to pay extra 
for it! So let's 
Stop all this 
bashing of 
other sys- 
tems, start 
educating 
the public on 
what's really 
important, 
and let's all 

Sit back and 
enjoy the 
good games 

that will come 

as a result of the 
new competition. 


Kenneth Connally 
magiken@hotmail.com 


Hey, nobody was system 
bashing. You're right that gameplay 
is the most important thing, but 
great graphics still matter to 
most people. All we said 
was that the graphics in 
\ Madden are far superior 
} to NFL2K, and for that 
matter, NFL2K1. You 
saw the pictures, it's a 
fact. | have a Dreamcast 
and N64 at home as well, and 

| agree that competition 
: can only be a good 
thing. But of course, 
_ people are going 
to get excited 
about any 


“| swear it was like that when | 


lel 
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Quote: 


Favorite Genres: RPG's, Action/Adventure, 


Fighting, Survival Horror 
_ Favorite Games: FFV//, Street Fighter Alpha 


3, Castlevania, RE3, Monster Rancher 2 
Cloud_Vahn_Ramza@hotmail.com 


Favorite Genres: RPG 


»» Joe Morrical, age 17 


_ Joemorrical@netzero.net 


wm Brad Wilder, age 15 





All Final Fantasy games, 


Lunar SSSC, Star Ocean 2. 


new ae 
that 





system a 
can produce ™~ ‘ 
amazing looking 


games like Madden. The 
bottom line is, if every \-“ 
system can continue \E 
to offer amazing , 
games, that's great. But if 
not, then may the best system win. 










| am simply sickened by the depths that 
the makers of Bleem and Sega have 
gone too. | have heard rumor that 
Bleem is working in conjunction with 
Sega to produce a copy of their 

PlayStation emulator for 


& No, it’s not a tasty 
breakfast cereal, it’s 
an... UM... unsavory 
PC tool that’s 
got David Miller 
completely — upset. 
Don’t worry, Dave, 
there are several 
drawbacks to this 
evil scheme. 


use on the Dreamcast! Is this 
rumor true? Is it even possible? Can 
they so do legally? From what | under- 
stand, Bleem \s a piece of software that 
allows a person to play a PlayStation 
game on a PC. Now they are develop- 
ing something similar that will allow 
someone who owns a Sega Dreamcast 
to use this software to play PlayStation 
games without a PlayStation. If this is 
true, it makes me sick. Competition is 
good, but this is uncalled for. What's 
worse is that it will really take the edge 
off of the PS2. One of the key features 
about the PS2 was It’s ability to play PSX 
games as well as games specifically 
designed for it. | could see Bleem mov- 
ing on to work with Dolphin (Nintendo's 
new system) and even the X-Box 
(Microsofts new system). If this ends 
up becoming a reality, do you think this 
will seriously harm the release and pop- 
ularity of the PS2? Please, say it ain't so, 
because this tactic really makes my 
stomach turn. 


. 
we 


Quote: “| am the very disease you pretend 


Worms-Armageadon, Spyro 2, RE3, and 
to be”- Slipknot 


Favorite Games: VWF Smackdown, FF8, 
Steel Reign. 


onimonkii@hotmail.com or stealth- 


Quote: “May the Force be with you!” 
bomber84@yahoo.com 
Favorite Genres: All 


Favorite Games 
m Frank, age 16 
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«4 Geez, Josh, 
__ aren’t the 
% planes, 
like this 
Su-37, 
enough of 
an attrac- 
tion for 
you? They 
are for most fans of 
Ace Combat 3... 


David Miller Jr. 
dwmillerjr@Buffalo.com 


Bleem for Dreamcast (or 
“Bleemcast”) is officially a reality. It 
lets you play PlayStation games on a 
Dreamcast at 640x480 resolution 
with enhanced effects (such as anti- 
aliasing and texture filtering) and the 
result really does look quite good, 
One downside (though not a major 
one, | suppose) is that Bleemcast will 
be sold in several “Paks,” each of 
which will fully support about 100 
PS1 games. So, you might conceiv- 
ably have to buy several Bleempaks 
at $20 a pop to emulate all of your 
PS1 games. In terms of this hurting 
PS2’s sales or its future, | can’t really 
see that happening. Backward com- 
patibility, while cool, isn’t the major 
reason for buying a PS2 —~ the new, 
PS2-only games are, and they cer- 
tainly can't be played on Dreamcast, 
or any other system for that matter. 


Hey to all PSM readers and editors. | 
would like to say thanks for the HUGE 
PlayStation2 coverage in the May ‘00 
issue. Keep ‘em coming, guys. Great 
new web page also. 


My question concerns the wonderful 
game called Ace Combat 3: 
Electrosphere. | read your preview for 
this game in the Sep ‘99 issue and you 
said that the Japanese import you 
played had a storyline and character 
design. However, when | bought my 
U.S. version of it, it didn’t even have 
voice-acting, let alone character design 


Thrasher:skate and 





' Marcus Bass, age 12 
SSgoten151@aol.com 
Favorite Genres: all types 
destroy, Tenchu, Coolboarders 3, Resident 
evil series, tekken2, Marvel vs. Capcom 
Quote: “where did that come from? 
E-mail:fezmonkey@hotmail.com 

_ Favorite Genres: ALL OF THEM! 


Favorite Games: 
-» Josh Rylander, age15 
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or storyline. | know most Namco games 
have no deep simulation feel to them 
and no storylines except for some. (i.e. 
Tekken series), SO why does the 
Japanese version contain characters 
and all that, but U.S. version doesn't? Or 
has Namco changed the Japanese ver- 
sion that way also? | must say that 
Namco is one of vibrant companies 
ever, with flashy, music-fil 








lled web sites 
(R4, AC3) and It’s not surprising to me 
that they would give up the story and 
work on the game itself to improve It 
and the gameplay. 


Josh Vasquez 
futuredelic@hotmail.com 


Thanks for the compli- 
ments, Josh. We certainly appreciate 
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Favorite Genres: RPGs, Wrestling, Action 


Showtime, Marvel vs. Capcom 
Favorite Games 


ravenzombie@yahoo.com 
Resident Evil 3: Nemesis 


» Matt Jones, Age 16 
Quote 


Favorite Games 
WWF Smackdown, 


SWJedi 





“lam the game, because | am that 


4 Wow! = Eri 
Gaudiamo 
sends us our 
very first 
Vagrant 
Story art, 
and it’s a 
doozey! 


» Thanks fo 

Myli for this 
really cute pic 
of FFVIII’s Rinoa! 


them. Talking with Namco, we 
learned that the story segments 
were taken out because they really 
didn’t add anything to the game. In 
fact, in certain ways, it actually prob- 
ably would have confused gamers. 
Let's just say that the story segments 
weren't necessarily that great. 
Namco felt that it should stick with 
the formula that was established 
with the earlier Ace Combat titles 
and just make the focus pure mis- 
sion-based action. To my under- 
standing, the European version of 
AC3 has a few of the story segments 
left in it but otherwise, it’s the same 
as the U.S. version. 


My fiancee and | enjoy playing EAs 


RPG, shooters, racing 
Final Fantasy 7, Metal 


Quote: “Oh, |'m sorry, did | look interest- 


ed?” 
Favorite Genres: Racing, Wrestlingli.e. 


Anything WWF), Skateboarding. 


Gear Solid, Mega Man Ledgends 
Favorite Games 


damn good!" 

» Andrew Mitchell, age 15 
mrrain2@aol.com 

Favorite Genres 

Favorite Games 

» Todd Loewen, age15 


Tony Hawks Pro Skater, 


Welcome to the Fan Art section! Each month we'll be taking a look at the coolest PlayStation fan art 
trom the hottest new talents. around. If you've done an illustration that you d like to see printed here, 
then by all means send us a copy! (We'll take originals too, but we won't be able to return them). 
Address it to PSM Fan Art, c/o Imagine Media, 150 North Hill Drive, Brisbane, California 94005. 
Even better, if you have the art in a high-resolution digital format, e-mail it to us at 
psm@imaginemedia.com, and label the subject heading “Fan Art.” Now get busy! 


See more at 


http://homé 





& We’re nof sure 
what fhe story 
here is, but we’re 
not really sure that 
matters. Thanks to 
Kristoffer Remmell 
for the RE T&A! 


4 This cool pic was 
drawn by Charles 
Park and colored 
by Kim Loh. 





A& Yes, Jay, there is a SledStorm sequel in 
theworks for the PS2! 


SledStorm together, and | see that since 
its release, it's been on the charts as a 
fan favorite. | am wondering if EA plans 


Look On Your Friends Faces. 
Grasshopper Have Little Sense, But Big 


“uy 


. 
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SSSC, Metal gear solid, Dino crisis all Street 
Quote: “!'m going outside to stalk Lenny 


Favorite Games: All. fina/ fantasies, Lunar 
Fighters and all Tekkens 


Favorite Genres: RPG, Survival horror, 


WWE Attitude and Driver You Are The 
me laielare| 


Wheelman. 


GT2(still waiting for my replacement copy), 
Quote 


wm John Korecki, age 12 


LETTERS 





























& What a super-cool pic! D Kartoon rocks! 





to release a sequel to 
SledStorm, and if so, 
which PlayStation plat- 
form will it be for? PSM 
has also mentioned that 
there is a second WWF 
offering in the works 
from THQ, due for an 
Oct. release. When will 
we see more informa- 
tion on this? 


You're in luck, Jay. While 
we were poking around EA’s booth at 
this year’s E3, there just happened to 
be a quick, but cool clip from a 
PlayStation2 snowmobile game 


a Ma 31/1 74 


r 
‘ 
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Quote: “No one can achieve success in war, 
but only deserve it” - Winston Churchill 


Favorite Games: /V/leta/ Gear Solid, Medal 


of Honor, TonyHawk Pro Skate 


Favorite Genres: action, adventure, shoot- 
FF 8 


revolverocelot717@yahoo.com 
ers, Sports, RPGs 


» Trevor Ingraham, age 14 
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7 I CAN'T 
BELIEVE MY 
NEW GAME 

P\ TURNED OUT SO 

yy GOOD... 


Y ...SUPER- \o | 
7 HERO Games \ | 
ARE USUALLY } 
CRAP! : 


playing on their big-ass video wall. | 
asked the EA rep what the footage 
was from, and they told me that it 
was an early glimpse at the PS2 
sequel to SledStorm. Unfortunately, 
they couldn't provide a release date, 
but rest assured that we'll keep on 
top of it for you and all the other 
SledStorm fans out there. 


On the subject of WWF games — yes, 
THQ is preparing a sequel to WWF 
Smackdown, called WWF 
Smackdown 2: Know Your Role, for 
release late this year. We saw some 
early footage from the game, 

and it’s looking great. All 
the tag team moves 
are in there, there 
are loads of new 
characters (such 
as Rikishi and 
Tazz) and even a 

ladder match! 

We can't wait for 
this one. Expect 
full details just as 
soon as we can get 
our hands on them. 


iM 


Hey fellas at PSM. | have an 
extremely important issue to bring 
up. This whole E-commerce thing is 
driving me insane. You say that in RPGs 
(which are my favorite genre) you will 
buy items with actual money? This is 
preposterous. In RPGs, you are sup- 
posed to be rewarded with money by 
defeating enemies and picking up trea- 
sure chests. With this REAL money 
movement, | am forced to believe Sony 
is selling out and rewarding people 
based on how rich they are, regardless 
of skill. |, like many people, am not rich. 
| won't fritter my money away on virtual 
items. Please tell me there will be 
some way that this mockery of tradition 
can be avoided. Please! 

PS. “Hey, Ryan, want to go to the 














HEY, 
DIDN'T THE FF 
HAVE THEIR OWN 
PLAYSTATTION 
GAME AWHILE rom : 
BACK...? 


THE FANTAST/C 
FOUR! 


movies with us tonight?” “Sorry guys, 


| can't. I'm saving up for the bronze 
sword.” 
Ryan Smith 


supergoku99@hotmail.com 


Don't worry too much, 
Ryan — the examples that we talked 
about were just that, examples. The 
technology allows for those types of 
things, and some developers are talk- 
ing about doing them, but those 
plans are still at least a year away. 
| agree that it would be a disaster if 
developers tried to sell their 
games one part at a time, 
making us pay individ- 
ually for things that 
would normally 
just come includ- 
ed in the game. 
But where | think 
this could be cool 


& Hey Ryan, don’t 
worry about spend- 
ing all your money 
online. Heck, you can 
go broke just buying 
games nowadays, right? 


is if, for a small fee, we can get extra 
stuff above and beyond the full 
game. For example, now that Final 
Fantasy Vill has been out for a while 
and most fans have finished it, how 
cool would it be if we could buy a 
cool new item, or a new 10-hour 
adventure? That's what we were get- 
ting at. 


Of course, | have to say that your maga- 
zine Is AWESOME. I've read just about 
every one out there and the rest make 
no comparison. Well, |'ve got a few 
comments and questions regarding the 
PlayStation 2 (So what else is new?): 
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WHY 
77 Pour SALT 
ON AN OLD 
\. wouno?_4 


THEN AGAIN, 
ON THE OTHER 
HAND... 


1. In your May 2000 edition, someone 
talked of it being a good idea to change 
sponsors on billboards in sports games 
by way of the Broadband Network in 
tournaments and stuff. | just wanted to 
add, that this could be used to greatly 
lower the cost of the network fee for 
consumers. If they used it in that way, it 
could boost feedback. 


2. Does the PS2, for the most part, elim- 
inate most of the slowdown that occurs 
on the PS1? | imagine it would, due to 
the fact that its 128-bit (Memory Bus is 
128-bit). 


3. |'ve heard the official word of a 
remote control (wireless) for the DVD 
function of the PS2 being made by 
Interact already, but | was wondering if 
you thought someone would make one 
that you can program to be used for 
your television and stereo system, as 
well as for your PS2. 


4. Also on the subject of DVD controls 
for the PS2, would a button be able to 
be made for functions that are not a 
quick key pad option, such as angle 
change functions? Normally you'd have 
to press SELECT, and find it on the 
option screen. 


5. How soon do you think It would be 
before the drivers for PS2 will be updat- 
ed, for more customizability? 


Nathan Duncan 
SurikMith@aol.com 


Wow — good questions, 
Nathan. I'll do my best... 


1. Nothing's confirmed, but we've 
heard rumblings about these kind of 
ads in online games for a while now, 
and the PlayStation2’s hard drive 
add-on would be ideal for storing 





them. Anyway, you’re correct — they 
most likely would be used to subsi- 
dize fees to play the games, and 
maybe even eliminate them all 
together, which would be great. 
You'd just have to put up with more 
ads. :) 


2. There'll always be slowdown, even 
in PS2 games, if the game’s program- 
mers aren't utilizing the hardware 
efficiently. The only PS2 games 
we've seen with noteworthy slow- 
down have been very early in devel- 
opment. On the other hand, games 
such as Time Splitters (a U.S. launch 
game from the creators. of 
GoldenEye) run so fast you wouldn't 
believe it, even with dozens of char- 
acters and special effects on-screen. 


3 and 4. We visited a bunch of com- 
panies at E3 that are making DVD 
remotes for PS2, but | don’t recall 
seeing any that are multi-function. kt 
would be a great to have one, 
though, In regards to the angle but- 
ton, | suppose it could be done, but 
all of the remotes we've seen simply 
mimic the buttons assigned to the 
PS2 controller for DVD functions. The 
only differences being that the 
remotes are obviously wireless and 
the buttons are actually labeled 
(“play/pause,” etc.) for ease of use. 


5. The PS2's system drivers can, and 
probably will, be updated on a regu- 
lar basis via game discs — driver 
updates will be put on new games as 
they become available, so your sys- 
tem will be constantly (and unnotice- 
ably) upgraded to iron out kinks and 
add new functions. | wouldn’‘t expect 
to see new options appear until the 
broadband Internet upgrade with 
hard disk is released 

though, and that won't be 

until sometime in 2001. 






Fishing Experience Ever! 


Reel Fishing® IT builds on the success of Reel Fishing® by offering all the extraordinary game play 
features that made it the most popular PlayStation® game console fishing game, while at the same 


time set new standards by being the deepest and most realistic fishing simulation to date. 
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the place to buy, sell, or trade games, peripher- 
als, and anything else related to rhe playstation 


lm Michael Lee 

gandalf0987@yahoo.com 

Description: | have a PlayStation to sell with lots 
of games and accessories. | will sell the console 
with two controllers and a game for less than 
$100. | will also sell the whole package: the PS 
console, all of my games; Castlevania, FF7, 
Cyberia, Medal of Honor, Crash Bandicoot, 
Mechwarrior 2, Megaman 8, Vigilante 8, Tekken, 
2Extreme, and Blasto. Also, three controllers, one 
Dual Shock, other two originals, one memory 
card and 6 demo discs for $200. Please e-mail me 
if interested. 


ft Brandon Booth 
teenagerfrommars@netzero.com 

Description: How goes it? Each and every one of 
you check this out! | need to clean house and 
make room for the almighty PS2! Buy my stuff. | 
have a PlayStation (| know, | know, what will | do 
in the meantime?) $75-$90 or best offer. The 
hardware | have for you is Lunar:SSS (as difficult 
as it will be to part with), Star Ocean The Second 
Story, and Gran Turismo. | also am willing to part 
with my 2.0 Game Shark. The GS has over 300 
games and a ton of codes supported. It, as well 
as everything else, is in perfect to excellent con- 
dition. It all runs fine and sounds fine. 


ft Jason Courcy 

stunn9000@aol.com 

Description: | am looking to either trade or sell 
the following games: Rampage 2:Universal Tour, 
Tomb Raider, Codename Tenka, and Crash 
Bandicoot. Cheap prices, too. | am also selling/or 
trading A Lunar-Rocker Gun for $10-15. If you are 
looking to trade, | am preferably looking for a RE2 
or RE1-DC, but will settle for others. E-mail me if 
you are interested!!! 


i SSJ4 Goku 

evilwolf@limpbizkit.com 

Description: | am selling some Dragon Ball Z 
cards and a few PlayStation games! | have Metal 
Gear Solid ($20-$30) Street Sk8ter ($15-$20) 
Syphon Filter ($20-$25) Tomb Raider 1 2 3 & 4 all 
for ($60-$70); Mortal Kombat Trilogy ($15-$20) 
Resident Evil DC and Nemesis all for ($40-$50) 
Twisted Metal 4 ($25-$30)! | want Syphon Filter 2, 
Resident Evil 2, Medal of Honor, Covert Ops 
Nuclear Dawn, and TinyTank. About the Dragon 
Ball Z cards $00.50 for regular cards 1.00 for holo 
cards. | also have a Resident Evil comic book col- 
lection 1 for 10.00 that's all until next time! 


lem Miliardo Peacecraft 
kisaragi_111@hotmail.com 

Description: | am selling a mint condition Star 
Wars: The Phantom Menace, complete with 
strategy guide and original jewel case for $15. | 
am also willing to trade for Omega Boost or 
Armored Core. 


te David Ocampo 
ocampo02@juno.com 
Description: | am willing to sell Final Fantasy 
Collection: Limited Edition (in Japanese) for about 
$40-50. This includes Final Fantasy IV, Final 
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(AID OF THE MONTH 


B CHRIS KELLY... 
cak316@yahoo.com  ~=— 


DESCRIPTION: oe 

| got a couple of games that | am willing 
to sell. If ya don’t have any cash to spend, 
stop reading. | am selling Knockout Kings 
2000 for 25 bucks, X-files for 20 bucks, 


2 


| 








are to high, then shut your mouth, ya big 
baby. Now for all of you roody poohs who | 
will e-mail me saying “Please, all | have is | 
10 bucks!”, don’t waste my time, because 

Jain't gonna lower da prices and that's the 
bottom line,;-because Chris Kelly said so! | 
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Fantasy V, and Final Fantasy VI. It comes with the 
instruction booklet as well. Next, | want to sell 
my game enhancer for about $20. Finally, | want 
to sell Chrono Trigger for about $30. 


te Esteban Echeverria 
cloudstrife606@hotmail.com 

Description: | am looking for XENOGEARS and 
TWISTED METAL 3. | am willing to trade it for 
FF7, FF8, Parasite Eve, Gran Turismo, or Jade 
Cocoon. If you're looking for some of my games, 
send me an e-mail and we can make a deal. 


te lo Berreitter 

loneagle@flash.net 

Description: |'m looking for a low priced steering 
wheel, preferably with pedals, but not necessary. 
Willing to pay $50-$60 (If pedals), $30-$40 (with- 
out pedals). 


b> Faraz 

emagius@netzero.net 

Description: Hi! I've got a few great games for 
sale or trade: Gran Turismo 2 ($30), Resident Evil 
3 ($30), Thousand Arms ($30), Oddworld: Abe's 
Exoddus ($15) and Resident Evil Director's Cut - 
Dual Shock Edition ($17). The above are in very 
good to mint condition and come with instruc- 
tions, original jewel cases, and inserts, etc. | also 
have Parasite Eve (without instructions or original 
jewel case) in great condition for $14 and 
Darkstalkers (the rare original) with a_ slightly 
cracked box and instructions for $14. |'m really 
looking for The Misadventures of Tron Bonne, 
Diablo, Suikoden Il, Vagrant Story, Tenchu 2, 
Deception 3, Threads of Fate, a GameBoy Color, 
and Final Fantasy Anthology, but even if you have 
something else, feel free to inquire about trades. 
| have lots of positive references if you need 
them. Thanks for looking! 


te Marco T Ramirez 

thewise23@juno.com 

Description: My name is Marco and |’m looking 
for Time Crisis with gun, box, and original instruc- 
tions. |'m willing to pay up to $35 dollars . | also 
have two games | want to sell: Dragon Ball Z 
Ultimate Battle22 and Dragon Ball Final Bout. 
They are both in good condition, with jewel case 
and instructions. 


fe Alyson 

Smokens@aol.com 

Description: | have a mint condition Parasite Eve 
with original demo. The second CD of the game 
has never been used! | also have the official strat- 


egy guide in mint condition as well. | am looking 
to sell them together for $40. | am looking for R4 
and am willing to trade for the above. 


th Calin Vidaurri 
sk8boarding27@hotmail.com 

Description: | will sell the following games: Alien 
Trilogy $5, Luck Luke $5, Reel Fishing $10, 
Gex $10, WCW Nitro $10, Die Hard Trilogy $10, 
Cool Borders 2 $5, Command and Conquer: Red 
Alert $15. 


te Amazon Smythe 

scud19@juno.com 

Description: | am interested in a DexDrive that is 
in good condition, will pay any good price. | am 
looking to sell Metal Gear Solid VR Missions for 
$20.00, and WCW Mayhem mint for $15.00. 
Also, | will buy any Iron Chef stuff, anything! | also 
sell basically any Japanese Toys you can think of. 


te Darren Jones 

voyeur!822@hotmail.com 

Description: | need to get rid of a couple games, 
10 and a half to be exact. | wanna get rid of: 
Bubsy 3D-$10, Road Rash-$10, Twisted Metal- 
$15, Jet Moto-$12, Crash Bandicoot$7, Cool 
Borders 2-$15, Wipeout-$5, Street Fighter The 
Movie-$5, NBA Live 96-$5, and last and probably 
least Space Griffon-$2.50. If you spend, oh, let's 
say, over $5, you will get a Hot Shots 2 demo for 
free, but there is only one, so you will have to be 
first to purchase something. These prices are 
quite negotiable because | am kinda desperate. | 
need to get the money before | send the game. 
Thank you people, and thank you, PSM. 


th Scott Ritzman 
Grandmaster7787@aol.com 

Description: | am looking to sell some of my 
games. Here are most of them: NBA Live 1997, 
NFL Gameday 1998, Army Men 3D, Nuclear 
Strike, 2 Xtreme, Twisted Metal 1, WCW vs. the 
World, NHL Faceoff, Andertti Racing, Fighting 
Force, Fifa 1996, Collade Slam, and 4 demo disk. 
If you are interested in any of them, email me . 


te Buggy Person 
coalchamberfan36@yahoo.com 

Description: | am selling all my demo discs and 
I'm looking for Legacy of Kain:Soul Reaver, Tony 
Hawk Pro Skater, FF Tactics, ECW Hardcore 
Revolution, and memory cards. | am willing to buy 
or trade sega stuff or cds or anything else | have, 
except my PlayStation. 
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te Victoria Feuerstein 
Twilightmist6@webtv.net 

Description: | am looking to either sell or trade 
the following games. King's Field 2, Invasion 
From Beyond, Starwinder; The Ultimate Space 
Race, Suikoden, Bushido Blade 2, Vandal Hearts, 
and Magic The Gathering; Battlemage. All are 
in very good condition and have been played 
maybe 2-3 times at the most. E-mail me if you 
are interested:) 


te Michael 

MMonteleone@webtv.net 

Description: R U LOOKIN 4 GREAT DEALS? 
Here they are. One BLUE PlayStation w/blue 
sony dual shock controller, blue ext. cable & blue 
sony memoy card ($75) Ace Combat 2 ($25) Ace 
Combat 3 ($30) Flight stick ($25) memory cards 
($7-$20) Sony dual shock controller w/ext. cable 
(both green). PlayStation cooling base ($10). Naki 
Rocker seat massager [hooks up to PS for dual 
shock games] ($25). Also Resident Evil Action 
Figures. | have all in series, but one. ($7) each or 
($50) for all 12. E-mail me with any ?’s 


te Sean Conner 

MappersMind@cs.com 

Description: Hello, I'm looking for a copy of 
Front Mission 3 rather badly, so I’m making an 
offer you hopefully can’t refuse. I'm putting up 
Twisted Metal, Crash Bandicoot 2 and 3, a Tips & 
Tricks magazine of your choice from my 
collection, a blue Performance game pad and a 
Sony controller. Twisted Metal and the Sony 
controller don't work very well so there are a 
treebee, but Crash Bandicoot 2 works quite well 
(and has a neat 3-D cover) and Crash 3 is almost 
unplayed, plus one of my Tips & Tricks has a 
strategy guide for Crash 3. Also | have a some 
other non-game related stuff, if you're interested 
E-mail me at MappersMind@cs.com. 
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#14 ¢ 10/98 «$7.99 
Parasite Eve, pt. 2 
° FFVIII: 80 Screens! 
¢ New Controllers 
PLUS Thrill Kill 

Lid Sticker 


#15 « 11/98 ¢ $7:99 
e Metal Gear Strat- 
egy Guide pt. 1 

° Tenchu Guide 
PLUS Giant Lara 
Croft Poster 


#24 ¢ 8/99 « $7.99 
° Dino Crisis — 80 
exclusive screens 
° 150 E3 games 
revealed! 

e Lara Croft nude? 


#25 « 9/99 « $7.99 
° Tomb Raider 4 
» Legacy Of Kain: 
Soul Reaver 

° 70 new action 
figures 


#5 ¢ 1/98 ¢ $7.99 | 
° Preview ‘98 
° TRIl Strat, pt. 2 


Crash 2 Boss Strat 
PLUS Memory Card 


Stickers, Tip Cards 


#7 + 3/98 ¢ $7.99 
» RE2 Guide, pt. 1 
» FF Tactics Secrets 
* Bloody Roar Strat 


PLUS Memory Card 


Stickers, Tip Cards 


#16 12/98 « $7.99 
° Holiday Buyer's 
Guide 

» Metal Gear Solid 


oe. cat $7.99 


» Massive strategies 
for Dino Crisis and 
Soul Reaver 

» Final Fantasy VIII 


ie. 40h «$1.95 


» RE2 Guide, pt. 2 
° BoFill Secrets 

om DY F:) 0) (om CiV (0 (-) 
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Lid Sticker 


#17 e 1/99 « $7. 99 
¢ 1999 Previews 

° PSM’s Game Of 
The Year Awards 
¢ Dex Drive Lid 


Te ° 10/99 - $7.99 


#28 « 10/99 » $7.99 
» Resident Evil 3 
review, maps and 
secrets! 

» Holiday Buyers 
Guide! 


#9 ¢ 5/98 - $7.99 

° Tekken 3 Guide 

» NfSIll Guide, pt. 1 
» Gran Turismo Strat 
PLUS Memory 
Card Stickers 


#10 « 6/98 » $7.99 

° Tekken 3 Secrets 

¢ Gran Turismo, pt.2 
» NfSIll Guide, pt. 2 
PLUS Crime Killer 
Lid Sticker 


#18 * 2/99 « $7.99 

» Silent Hill 
walkthrough 

° Tomb Raider 3 
secrets 

» Metal Gear figures 


#19 » 3/99 * $7.99 
» Legacy of Kain: 
Soul Reaver 

» Silent Hill walk- 
through, part 2 

» Street Sk8ter 


#29 « 10/99 « $7.99 
* Syphon Filter 2 

° Dino Crisis 2: First 
Look! 

° Tomb Raider 4 


#30 « 10/99 » $7.99 
» Game Of The Year 
° 150 Codes for 


Mayhem, and Tony 
Hawk Pro Skater 


(price includes shipping and handling) 


(BACK ISSUE ORDERS ONLY) 


#20 « 4/99 « $7.99 
» Wipeout 3 
preview 

¢ Silent Hill walk- 
through, part 3 

* Gran Turismo 2 


#21 + 5/99 + $7.99 
» Street Fighter 
Alpha 3 strategy 
» PlayStation 2 
revealed! 

» Dino Crisis 


#32 ¢ 4/00 - $7.99 

° The Ultimate RPG 
Issue! 

« PS2- 7 Hot New 
Games Previewed 


#33 « 5/00 - $7.99 
AU!) 

* Syphon Filter 2 & 
Front Mission 3 
Strategies 


“JUST DIAL 


PSM OPERATORS ARE 
STANDING By! 


los 


#12 + 8/98 - $7.99 
- E3 ‘98 Report 

» New Sony PDA 

° FFVIII First Look 

PLUS Ninja Poster 
from Eidos 


#13 « 9/98 ¢ $7.99 

° TRIIl Guide 

» Parasite Eve, pt. 1 
» NFL Xtreme Guide 
PLUS Gold Smiley 
Lid Sticker 


#22 ¢ 6/99 » $7.99 

» Ridge Racer 4 
Resident Evil: 
Nemesis—first pics 
» Huge PlayStation 
2 update section 


#23 ¢ 7/99 « $7.99 
» Mortal Kombat 
Special Forces 

» Ape Escape 

° Tekken Tag 
Tournament 


#34 + 6/00 « $7.99 

« PS2 Madden 

» Top 25 PS Games 
» PS2 Resident Evil 

» 20 Hot PS2 Games 


#35 « 7/00 « $7.99 

* Dino Crisis 2 

« Summer 
Swimsuit Special! 

» Metal Gear Solid 2 
° Dark Cloud 





Official 
Sega 
Dreamcast 
Magazine 


The insider's look into the 


Dreamcast phenomenon with a 
special exclusive GD-ROM! The 


Only place to get exclusive 
Dreamcast game demo 
previews! 250,000 readers 


after just 5 issues! 
































Generation 


Next Gen delivers you the inside 
info - the first to bring you X-Box 
specs, the first insider word on 
‘free’ consoles. Don't miss out 
On what's behind the scenes in 
the PC and video gaming world. 
Read what technology 
influencers reach for first! 


FOR ADVERTISING INFORMATION CONTACT: 415.468.4684 

Karen Quilantang (PC Group) x172 

Doug Faust (Console Group) x122 

Bill Kelchner (Games Business, Games Insider) x707 
Mary Ann Kearns (Publishing Director) x753 


Source: DataWorld Studies ©1999, BPA, ABC Statements. All trademarks copyrighted by their respective owners. 
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trade magazine for video and PC 
gaming retailers. Games Business 
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every issue. 


PC Gamer 


The best-selling PC game 
magazine in the world! 
With so many changes 
coming in PC gaming 
market in 2000 and 
beyond, PC Gamer delivers 
you the real truth! 


PSM: 100% Total 
Independent Games 
PlayStation 
Magazine 


“Independent” PSM tells it like it 
is! - with unauthorized and 


Will launch at 2 million 
circulation. The first true 
mass-market video and PC 
games publication. Distributed 
free to consumers at 10 major 
behind the scenes info on the retailers including all U.S. 
hottest launch in history, the Babbages Etc., Blockbuster, 
PS2. 300,000 PSM readers CompUSA, Electronics Boutique, 
count on us to provide the final Toys R Us and 

word about everything PlayStation. Kmart retail stores, 
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Daily Radar 


Daily Radar.com is 


dynamic coverage of digital 
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COMMUNITY 
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movies, videos, and DVD info 
for the high tech enthusiast! 
Millions of users everyday, know 
Daily Radar is the place to 

get it daily! 





WWW.IMAGINEMEDIA.COM 


AuGustT 2000 
HTTP!//www.zDAILYRADAR.com 







105 





COMING NEXT MONTH IN ISSUE S77 OF 
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Oh man, if we had any class 











EF'RYBODY'S 







at_all, we'd never let these /y wayey pce’ a ila ane 
pictures see the light of day. ON ME... IN HERE, I'M GONNA 








Atlas, we have no class and 
there’s page space to fill, so 
away we go! 





. WHEW, 
I'M OKAY. 

















» In order to celebrate Saint 
Patrick’s Day, Bill and his Irish 
buddy, Paddy O’Furniture, get 
r for a few drinks. Well, 
more than a few, actually... 


A People, a word of advice: Don’t go out partying all 
night, then put on a 120-degree Spyro costume. 











IT'S LIKE —s 
THERE'S A COLD WIND 
BRUSHING AGAINST My ) 
SHOULDER... 

















HOLY-- 
WHAT IN THE HELL 
DID I EAT?’ 4 We grabbed this picture via 
the secret “Toilet Cam” st eg PSM 
THATS IT, “isthe ius 
SWEARIN’ OFF 


MICKEY-D'S. } > Eva's son an 
I'M SCARED | <i bis very 
STRAIGHT. / this morth 





IT, TOO — ON MY 
RIGHT BUTT 
CHEEK... 











WELL, MAYEE : 
4 A Here’s a pic of Randy and PSM alum Fran. The scary 
AFTER JUST ONE thing is, when we took this picture, Steve wasn’t in it! Does When Randy sleeps, his spirit haunts 
MORE QUARTER he have some kind of unworldy supernatural power? Max's new apartment in Japon. “aa 


POUNDER. 








peeneedt 
Tara eaee SS 


TH 
eri Teaay haa) 
a 


ert 
ereer ee tran 
“Seagate 
ty tet Labo 
: H LPR M URED PAT ea RE 

PPSERT}2)) ea] yoink Nit 
\ buh ana ni al : 
+ PPEETE manten Mhai3 

a } 


se eeeeee 


UR “COMPETITION” 


Veeepe 
oeeaenteae 
PUP werebeeen 


en 
cit se Se 


4INK THAT’S PREEEY EUNN® 


Li batiaberDyeveReP htt 


ee r PrWry tthe abt rgqsss eae ue) 
" ti ; wert aa iit i Ly] creat 
a 4 Oe “— HL EB 
as fe ae Hina} +i) ik ; 
: Vaai ates MErerteatrecer tg ) poy | a 


me 


segal ile 3 
eet ietet cael ! itd ea eS based 
; H 


yeah Hes has 4 


|i oe 
all 
i ou ba 4 , oa 
Pett ‘ 4 Baha 
{ 5 r ii Nets 
J { 


ihe 


aa hheaas 
hao paeh 


RATING PENDING 


\, ine. Konami is a’registered trademark of Konami Co. L 


ac idemark of the Interactive Digital Software Association. ©2000 Disney. ESPN is a registered ain 
y permission. All rights reserved. PlayStation and the PlayStation logos are registered trademarks of Sony Computer Entertainment Inc. 





a 20 


mess 


Daneel 


INTRODUCING | h 


: 











































































































































































































ANAM 


“aircon 


. 
pagan 




















PARA 
MRR 





ANN 




















































































































een 5 . i i d 7 r y . Mt = miami 
Wess i aa bat Hl i i seat 3 4 : an : ete 5 eit E aa LAR 
Aiea Neca Niveatiy \ i . ; 


peta 
‘ cent 
4 Wen aN 


eas te 
Anes tornaclth a 
RNa AE A HN 
Te 4 Wig i Yea is a : % = i * + Bi = zt ie ii Wa i 
ARR " iN SV , ; ~ : i m NS wh Pay Mes 
eM ih jl i i ax 
Ys ese ~ . Yo... F IN ! 2 
Ran i i i i i ae 4 Thay y : i ‘ AW ee Wien hen ainnecuil\ mini 
‘ : F Era tak i it AGA RA a) 55 | ‘yee ue steal ; i i ea ‘ is He i 


Ana a ae ‘ ) i 
es ‘ nite i BUREN Paes a a i} i 1 Ing 


ia 





